AN INDEPENDENT PUBLICATION 





PLnYSTRTION, HND M 


ISSUE S VOLUME I PEBRURRYISSB eZ.7S 




THE YERR RHERD UNVEILED 
IN OUR EXHRUSTIVE 17-PRCE 
PREVIEW, INCLUDING: 


f JLJaj'J TiULlIU / 

i'7JL 
jf-i’jjaj'j 
•J'iiSJljJ'J JJ 

j'jjjijj’jjpijxjj'j-r 
U 75 iiJllLL 
L15 TU iJLiJrlZ 


•IJUiJJJiD 




^_ 



















































4. AND PLAYSTATION ARE REGISTERED TRADEMARKS 
OF SONY COMPUTER ENTERTAINMENT INC, 

AIR COMBAT, CYBERSLED. TEKKEN. RIDGE RACER 
AND STARBLADE ARE PROPERTIES OF NAMCO LTD, 




Play 

Station 














CONTENTS 







SUBSCRIPTION RATES 
UK AND BFPO-£33.00 
SURFACE MAIL - £40.00 
AIRMAIL EUROPE AND EIRE - 
£46.00 

AIRMAILZONES 1 AND2- 
£73.00 

BACK ISSUE RATES 
UK-£3.75 
R.O.W- £6.25 



COVER 

Capcom 



No employees or relatives of EMAP Images, nor 
the companies involved, are eligible to enter 
competitions. We reserve the right to substitute 
a prize of same value if necessary. No cash alter* 
natives will be given. The Editor's decision is 
final. Prize winners will be notified if they have 
won a prize. Please do not call the editoriat num¬ 
ber with queries regarding competition prizes 
and their delivery. 

PlayStation Plus is the exclusive copyright of 
EMAP Images. Any duplication, transmission in 
any form, or use of the text or pictures contained 
within the magazine without prior permission will 
result in legal action. 

PlayStation Plus is an independent publication, 
and is in no way endorsed by Sony Computer 
Entertainment. Whilst we have acknowledged 
copyright holders whenever possible, if we have 
failed to do so please contact us and we will recti¬ 
fy the oversight. 

PlayStation Plus is an EMAP Images publication. 
Other Images titles arc; Mean Machines Sega, 

Sega Saturn Magazine, Nintendo Magazine Systejn, 
Maximum, CVC, PC Review, and CU Amiga. 







COVER STORY 


NEWS: 6 

IMPORT ROUND-UP: 94 
TIPS: 98 

NEXT MONTH: 114 


IT'S HIP TO BE SQUARE: 106 

Sony would have us belive that the majority of 
games players tune in after a hard night's clubbing, 
while the media still tends to dress them in anoraks 
and sandals. Has the PlayStation managed what all 
other home console creators have failed and 
gaming hip? And do we need to be hip? 


PREVIEWS: 

A slightly truncated preview section as we recover 
from the main 1996 feature. On display for the first 
time are Sony versions of the best and worst the PC 
has to offer: Magic Carpet and Rise of the Robots 2. 

RISE OF THE ROBOTS 2; 28 

MAGIC CARPET: 32 
CHRONICLES OF THE SWORD: 36 

IMPAQ RACING: 38 


REVIEWS; 

Capcom's latest beat 'em up masterpiece. Street 
Fighter Alpha, leads a pack supported by a strong 
cast of Actua Soccer, Total NBA, and Ridge Racer 
Revolution. Battle Arena Toshinden 2 is also on dis¬ 
play, but fails to capitalise on the impressive prece 
dent set by Namco's classic, Tekken. We also have 
the import answer to Virtua Cop — Horned Owl — 
blowing away a variety of robots with its supplied 
light gun, but supplying none of the finesse of the 
Sega game. 


STREET FIGHTER ALPHA: 46 


STREET FIGHTER IIINTERAQIVE MOVIE 48 
ACTUA SOCCER: 52 
TRUE PINBALL 56 
TOTAL NBA: 60 


HORNED OWL 64 
MICKEY'S WILD ADVENTURE: 68 
KRAZYIVAN:72 
JOHNNY BAZOOKATONE 76 
BAnLE ARENA TOSHINDEN 2: 78 


CYBERIA:82 


IN THE HUNT: 84 
WORLD CUP GOLF: 86 
0:88 

RIDGE RACER REVOLUTION: 90 


i STREET FIGHTING YEARS: 40 

In Street Fighter Alpha, Capcom's ongoing series reaches 
its ultimate form. The PlayStation version is nigh-on 
arcade perfect, and in celebration of its imminent release 
through Virgin and of the long-awaited review this month, 
PlayStation Plus takes a trip through Street Fighter's past 
and present and remembers those we lost on the way... 


FERTURES: 

THE FUTURE'S SO BRIGHT: 10 

Third-party 
software may 
have got off to 
a sluggish start, 
but Christmas 
was the start of 
an avalanche of 
■uture Play¬ 
Station releas- 
s. Over these 
17 pages, we 
examine the 

games destined for stardom in the coming months, 
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W ith global sales of The World's Favourite Console 
now nudging an incredible 3.5 million^ the fashion¬ 
able suits at Sony HQ are justifiably feeling pretty 
smug just now. Since its release in September, the 
machine has achieved every one of Sony's high sales 
targets, passing through the original 80,000 mark with ease, and 
exceeding all expectations over Christmas. With the strongest com¬ 
petition from Sega yet, as the Saturn unveiled extremely strong con¬ 
versions of Virtua Cop, Virtua Fighter 2^ and Sega Rally, Sega still 
managed to score a massive own-goal by only managing to get Cop 
on the shelves in time for yule-tide buyers — with the other two put 
back until January so the PAL conversions would be without black 
borders. In the meantime, Sony versions of Id's Doom, Ocean's 
Worms, and EA's FIFA '96 lined up alongside top-selling stalwarts 
like WipeOut and Tekken to ensure a new wave of quality software 
was there for potential PlayStation buyers. 

The result was that by the middle of January, Sony had sold over 
135,000 PlayStations in the UK alone. Needless to say, Sony are as 
pleased as punch to have reached the high target they had been set. 
The news has been equally promising from other territories, too, 
with the PlayStation selling 550,000 units throughout Europe, while 
its Stateside sales have topped the 800,000 mark. Most impressive 
of all, though, is that Japanese PlayStations have now reached an 
incredible 2,000,000 people, and the across the board sales mean 
the PlayStation is far outstripping the flagging Saturn (Saturn being, 
ironically, the 'bringer of old age" in mythology). 

According to The Independent newspaper, Sega"s Saturn by con¬ 
trast has sold in the region of 45,000 units in the UK, reaching 
80,000 across Europe. 

With Nintendo"s Ultra 64 still hovering on the horizon, the news 
couldn"t have come at a better time. If Nintendo"s machine launches 
in April (something which looks extremely unlikely on these shores, 
with the unofficial word being for a September PAL machine), Sony"s 
continuing predictions indicate the PlayStation should surpass 
200,000 by this time, a very solid base indeed. However, with the 
Ultra 64 apparently set to debut at £199-250, the obligatory 
rumours have started about a potential price drop in the new year. 
Initial rumours indicate a possible drop to £240 but all a Sony 
spokesperson would say was they would "take into consideration 
market considerations..." Time, as ever, will tell. 


FIFA '96 TOPS CHRISTMAS CHART 

A gainst all the odds, EA's 92%-awarded FIFA '96 topped the PlayStation charts at 
Christmas. With GTi"s superb Doom conversion released on the 19th, the Id game 
was the one smart money was on to steal the premier position. However, FIFA's 
dominance on all formats saw it rocket to the top of the chart and it narrowly outsold the 
GTi game, with Tekken, WipeOut and Destruction Derby also holding up very well. In terms 
of Christmas releases, the PlayStation was treated to December 15th cutting for Worms, 
Loaded, Theme Park, Doom, PGA Tour '96. and FIFA '96. while January saw the release of 
Lone Soldier, Hi-Octane. and Firestorm: Thunderhawk2. The Saturn, by comparison saw an 
early release of Core's Firestorm: Thunderhawk 2. Sega's gun-toting Virtua Cop. and BMG's 
less-than-inspiring Off-World Interceptor Extreme, while Virtua Fighter 2 and Sega /?a//y'final¬ 
ly weighed in (belatedly) in the new year. 
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3D DECATHALOH 



V irgin's cheque book loses 
another page, as the 
Kensington wonders sign up 
their rival to US Gold's forthcoming 
Olympic titles. 3D Decathalon 
(although the title is subject to 
change), offers the full ten events 
of the titual endurance test, with 
the player's chosen athlete shown 
as a superb rendered sprite. 

According to Virgin, the ren¬ 
dered sprites allow for more realis¬ 
tic animation than sprite-based counterparts, 
and cite the javelin as one of the more impres¬ 
sive-looking events. Timed to coincide with the 
Olympics in June, 3D Decathalon is in the last 
preparatory lap and undergoing final tweaks 
before its release. 



MAGIC: THE 


A cclaim have added the popular 
Magic: The Gathering trading 
cards to their list of acquired 
licences. Since their launch in the US 
eighteen months ago, the trading 
card set has sold over two billion 
units and they are gathering a fol¬ 
lowing over here, too. Acclaim are 
the second company to announce a 
game based on the D&D set, as 
Microprose were planning an RPG 
featuring characters from the series 
but this has since been scrapped, 
leaving the 
way open for 
Acclaim's 
arcade-orien¬ 
tated title. 

Magic: The 
Gathering is 
anticipated 
for a 

September 
release. 





I n a first for the series. Acclaim 
are planning a new NBA Jam 
I game which isn't based on a 


Midway coin-op. NBA Jam: Extreme is being devel¬ 
oped and although concrete details are scarce, it is 
believed the game will again use the side-on view 
of the first two, but with sprites specifically desig¬ 
ned for the PlayStation and, as such, considerably 
more detailed - with an outside chance of 3D 
effects. The code is due to be on display at may's 
E3 show, and as soon as Acclaim have anything to 
see, we'll be printing it. 



THE CHESSMASTER 3D 


E xperience the fast-paced thrills and spills of 

championship chess with Mindscape's strate- • “ mm 
gy simulation, T/7e C/7essmasfer 3D. ,^ M ■ ■ 

Alternatively, pit your wits against Chessmaster's 

sophisticated game engine in the classic battle of ■ ■ ■ ■ KS 

white verses black across the chequered battle- 

field. Featuring smart 3D graphics, rotate and tilt i ■.m ii iTiPB 

the virtual chess board to watch the game from any 
angle, or stick to the traditional top-down 2D view. 

So, if you're after a challenging game of chess or are just looking to brush up on 
your checkmates. The Chessmaster 3D could just provide the winning move when 
it's released in February. 


REIEASES 

A quiet month, with a mere handful of releas¬ 
es due to hit the shelves: 

KRAZY IVAN 

Drab shoot 'em up, set on a number of 3D 
plains. Reviewed on page 72. 



ASSAULT RIGS 

Originally scheduled for a November release. 
Assault Rigs was the victim of last minute rejig¬ 
ging, and is now set to hit in the first week of the 
month. Awarded 81% in PlayStation Plus Issue 3. 




TOTAL NBA 

Sony's home-grown basketball game has got 
Konami's NBA: In The Zone for competition now, 
and the slippage of its release date pushes the 
twos' shipping date scarily close together. 
Reviewed on page 60. 



AGILE WARRIOR 


Virgin's fast-paced 3D blaster finally hits the 
shops. Awarded 85% in PlayStation Plus Issue 3. 
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PANZER GENERAL 


J ust missing out on a full review 
in this month's issue of 
PlayStation Plus, SSI's acclaimed 
war game. Panzer General, is due 
for release in February. Published 
by Mindscape, Panzer General is vir¬ 
tually identical to the PC epic that 
focuses World War II battles 
through Norway, 

Belgium, and France. 

Unlike most other 
dull, hex-based war 
games, there are 
loads of full-motion 
video clips and 
grainy black and 
white photographs 
to give the game an 
'authentic' quality. It 
has got 'dynamite' sound 
effects too, so hopefully Panzer 
General \n\\\ be an explosive experi¬ 
ence rather than a tank-ride to 
Snoresville. Expect a full review in 
the next issue of PlayStation Plus. 




RECOMMENDS 


Still available to buy... 

WORMS 

It may not look a million dollars, but for 
multi-player enjoyment, this is hard to beat. 
The simple idea of blowing up your mates 
using whatever comes to hand has yet to 
date and, although it's a little weak in one- 
player mode, this one will run and run. 



TESTED 

On trial: 

The Sony asciiPad. 
Available pretty 
much everywhere. 
Retails for around 
£24,99. 


STREET FIGHTER ALPHA 



KRAZY IVAN 


DOOM 


Now this is more 
like it. Apart from 
sitting very nicely 
in the hand, the 
asciiPad's circular 
Dpad means that 
your thumb no 
longer bleeds 
every time you 
release Fireballs, 
Hurricanes and, 
well... anything 
that requires a cir¬ 
cular motion really. 
Having been raised 
on a SNES joypad, 
this feels lovely, 
and I'd recommend 
it to any beat 'em 
up playing Play¬ 
Station owner. 


★★★★★ 


Again, there are 
excellence results 
to be had when 
playing this gore- 
fest with the 
asciipad simply 
because it appears 
to be extremely 
well made. All of 
the buttons are 
very responsive, 
and the moment 
you press the 'run 
away' button, you 
do indeed run 
away. What more 
is there to say? The 
Dpad is comfort¬ 
able and the joy- 
pad as a whole is 
very sturdy. 

★ ★★★★ 


Well, anyone who 
reads my review of 
this game (page 72 
of this issue) will 
no doubt know 
that the only ques¬ 
tion to be asked 
here is 'does the 
side-step work?' 
Well yes it does, 
and yes it's just as 
effective with this 
joypad as it was 
with the original 
pad. Nothing more 
of any worth to be 
said here, but bet¬ 
ter that than an 
enormous list of 
moans - wouldn't 
you agree? 

★★★★★ 


OVERALL 

An excellent joy¬ 
pad indeed. It's 
only when I first 
started testing 
third-party pro¬ 
duced joypadsI 
realised how well 
designed and well 
built the original 
Sony pads were. 
Many of the other 
pads we've seen 
are weak or a tad 
wobbly, but the 
asciiPad is a wel¬ 
come addition to 
the Sony line of 
joypadsindeed. 
Most of the time it 
works just as well 
as the standard 
pad, but for chal¬ 
lenging beat 'em 
up moves, and 
people who prefer 
circular Dpads, 
this is the best. Git 
yerself one. 

★★★★★ 


WIN! THE X FILES GRAPHIC NOVELS 


W hat with TheXFiles having finally proved itself by getting onto BBC1, we 
thought we'd celebrate offering out read¬ 
ers five copies of The XFiles: Firebird. This 
160-page, full colour paperback from Manga Books 
features a collection of graphic adventures based 
on the series, and sod me if it isn't excellent! To win | 
one for yourself, just tell us which of Mulder's rela¬ 
tives was kidnapped by aliens? Answers on a post¬ 
card to THE X FILES COMPO at the PlayStation Plus 
address please. 



DOOM 

People may whinge that the PC version is a 
little more detailed, but PlayStation Doom is 
still the greatest version to date. The 'Death 
Match' mode is worth buying a link-up cable 
for alone, and some of the later levels are 
tough beyond belief. 



FIFA '96 

A little slow paced, but incredibly playable. 
All the faults of the 3DO version have been 
rectified, and as a result FIFA '96 is a better 
game which necessitates real passing and 
skill on the player's part. Not as good as 
Actua, but has got a month or two head start 
on the Gremlin game. 



Christmas^ FI FA '96 took advantage of its 

POSITION AS THE ONLY HALF-WAY DECENT FOOTY 
CAME AVAILABLE FOR THE PLAYSTATION TO STEAL 
THE Number One spot in the CD chart. And, 

YES, THIS IS A BLATANT, LAST MINUTE SPACE FILLER. 

Thanks for asking... 


































PlayStation Plus 88% 

‘^'X-COM offers incredibly good value for money... you’ll be 
playing this for a long, long time.” 

‘‘X-COM is a game I have no hesitation in recommending” 


.^K^>PRDSE 


Spectrum HoloByte - MicroProse World Wide Web Site: http;//www.microprose.com 
and “PlayStation” are trademarks of Sony Computer Entertainment Inc. 







































996 is the year of the 
V PlayStation. Having firmly 
' M esta biished itself as the U K's 
■ premier gaming console at the 
g| end of last year, the PlayStation 
looks set to dominate the market as 
more and more people are attracted 
to the next generation thrills of 
Sony's dream machine. And who can 
blame them? The shelves are already 
stacked full of quality titles like 
WipeOut and Doom, but over the 
next 12 months the PlayStation will 
be blitzed by more top-notch soft¬ 
ware than any other console. The 
future is looking very bright indeed. 
Not every game will be the next 
Tekken and undoubtedly they'll be a 
few bad apples in the barrel, but the 
turkeys are far outnumbered by 
upcoming titles that are heralded as 
forthcoming classics. 

Focusing on the five biggest games 
of '96, PlayStation Plus presents its 
exhaustive guide to every game 
scheduled for release in the UK over 
the next year. 
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IITH HOUR 

■|3 7 VIRGIN INTERACTIVE 

7 Uh Hour is the visually spec¬ 
tacular follow-up to the 
ground-breaking PC adventure, 
7th Guest. This sequel Is similar 
to Its now-aging parent, with 
brilliant rendered graphics and 
live action footage linking the 
brain-busting puzzles. 



3D baseball 

BMC 

Very little to see, but the ani¬ 
mation really does looks 
superb. Could strike out 
against Big Hurt, however. 



ACTUA TENNIS 

GREMLIN INTERACTIVE 

Still in its early stages at pre¬ 
sent, Gremlin is hoping that 
Actua Tennis will have the same 
realism and addictive qualities 
as the brilliant Actua Soccer. 
We'll have to wait until the 
summer to see if wish actually 
comes true. 

ALIEN ODYSSEY 

PHILLIPS 

Like Interplay's Cyberia 
(reviewed on page 82), Alien 
Odyssey has been blessed with 
good looks but Is sadly lacking 
the gameplay genitalia needed 
to grip gamers from beginning 
to end. It's a sort of software 
bimbo, I suppose. 

ALLEGIANCE 

OCEAN 

Afterthe unparalleled game- 
play of Worms, Team 17's next 
venture onto the PlayStation is 
a little more adventurous. 
Allegiance is a first-person per¬ 
spective blaster with cool hi¬ 
res graphics, loads of digitised 
cutscenes and more mindless 
gung-ho killing than a 
Schwarzenegger movie. 

AMOK 

SCAVENGER 

A 3D shoot 'em up set under¬ 
water. Sharks, enemy sub- 
mersibles, and divers interrupt 
a number of missions In this, 
probably the weakest of the 
Scavenger titles. 




c nCCLHIM ) 

Credentials: A joint project cre¬ 
ated by Acclaim's recent¬ 
ly-acquired develop¬ 
ment house. Probe 
Software, and 
their motion-cap¬ 
ture team based 
in their New York 
offices. Alien 
Trilogy \s the first 
game to emerge 
from Acclaim using 
such technology. 

Originally devised as a Mega-CD 
title for the ill-fated Sega unit 
two years ago, the project was 
on a back burner until a machine 
emerged which could fully 
realise the programming team's 
plans. In the course of its devel¬ 
opment, over a hundred people 
have worked on Alien Trilogy at 
some point with Jo Bonar over¬ 
seeing the actual coding of the 
project from Probe's Croydon- 
based offices, and Clifford Falls 
directing the motion-capture 
aspect in the specially-created 
studio in New York. 


The Concept: Basing a game on 
all three Alien films was never 
going to be easy, so a certain 
element of artistic licence has 
been employed in a game 
Acclaim feel "transcends" Doom. 
Using the same 3D viewpoint as 
the classic Id game. Alien Trilogy 
casts the player as Ellen Ripley, 
and replays key events from all 
three films. Starting on the bar¬ 
ren, terraformed world of 
Acheron (AKA LV426: the setting 
for A//er?s) Ripley's initial orders 
are to terminate the alien men¬ 
ace housed within the colonists' 
housing complex. However, as 
the player progresses through 
the twelves stages which make 
up this section of the game, mis¬ 
sion updates detail a second 
Company ship out to retrieve an 
alien warrior for genetic and bio¬ 
warfare research. As such, in 
addition to locating weapons 
and blowing seven shades of 
acid out of the piston-jawed crit¬ 
ters, an eye must be kept open 
for company guards and synthet¬ 
ic marines out to prevent Ripley 
from completing her mission. 


Moving through LV426, past egg 
chambers, mercifully killing 
impregnated colonists before 
chest bursters emerge, and 
eventually meeting the Queen 
alien, the game then jumps to 
the events of Alien 3. Shedding 
the dingy walls of the colonist 
complex In exchange for the 
offices, tunnels and smelting 
chamber of Fiorina, the prison 
planet, dog aliens, and the 
Japanese company reps of the 
third film are added. The Fiorina 
stages makes up nine levels in 
the game, and leads into the 
'Jockey Ship' of the first movie 


Prospects: Alien Trilogy has come 
a long way since our preview in 
PlayStation Plus Issue 2. The 
motion-capture has created 
aliens instantly recognisable 
from the films, with the 'Bambi' 
alien (the creature which burst 
from the dog in Alien mixing 
freely with impressively-animat¬ 
ed warrior and wall-hugging 


where Kane and Dallas find the 
huge fossilised creature and the 
egg chamber. Ripley's aim is to 
finish the alien menace for good, 
the final battle taking place in 
front of the colossal fossil. 











-V Motion-capture 

fl TECHNIQUES HAVE 
’ y \ BEEN USED TO 
^ ^CREAT EFFECT IN 

jp VAlien Trilogy. 



/ 



Smart presentation 


_ I AND frantic 

CAMEPLAY makes Alien Trilogy 
ONE OF the best GAMES OF '96. 


aliens. Mixing Doom with such a 
classic film trilogy was always 
going to be a winner, but the 
implementation \n Alien Trilogy \s 
beyond any initial expectations. 
Sadly, Alien Trilogy \n\\\ not have 
a Death Match mode, due to the 
memory-intensive graphics (all 
sprites are in true 3D as opposed 
to the 2D characters in Doom), 
but even so Acclaim's patient 
two-year wait is going to be well 
worth it. 



ing beasts destroyed in real-time 
3D-isometric action sequences. 
Cryo has strived to make Aliens 
one of the most visually spectac¬ 
ular video games to date, and so 
high resolution rendered images 
of dark, foreboding scenes help 
make the game frighteningly 
realistic and atmospheric. 
Definitely not one for the faint 
of heart, keep a cautiously eye 
peeled for Mindscape's monster 
in the summer. 


MINDSCRPE 


French game maestros Cryo 
draw inspiration from the grit¬ 
ty Dark Horse comic book 
series for Aliens, a tense point- 
and-click thriller that sees the 
unwary crew of the USS 
Sheridan answering a distress 
call from the planet B-54C. 
Somewhat predictably, the 
four space marines encounter 
a colony of aliens, and so a 
fierce battle ensues as puzzles 
must be solved and the breed- 


ALIENS: 

THE COMIC BOOK ADVENTURE 



The first round of the battle of 
the kickarounds is drawing to a 
close, but SIE are remaining 
bullish about their chances 
with Power Soccer. The most 
recent demo has the fully 
motioned captured sprites run¬ 
ning around fluidly, and SIE 
have incorporated full anima¬ 
tion so when a player finishes a 
pass he doesn't stop dead as if 
his strings have been cut (a la 
Actua). Similarly, the special 
kicks are up and running, with 
the two teams pulling off turn¬ 
ing volleys and diving headers 
with ease. The game logic is 
still being worked on to ensure 
Power Soccer doesn't fall into 
the 'pinball soccer' trap of 
Namco's Prime Goal Ex and 
Goa I Storm from Kona mi, but 
the Jury is still out on this one 
until we see the full line-up. 





BATMAN TRIUMPHANT 

ACCLAIM 

Val Kilmer returns as Batman, 
with Patrick Stewart and Julia 
Roberts said to be in tow as Mr 
Freeze and Poison Ivy respec¬ 
tively. More motion-capture 
shenanigans, with a Doom motif 
a current proposition. 


BLADES OF RAGE 

OCEAN 

Anyone remember Choplifter? 
Well Blades of Rage is a similar 
helicopter shoot 'em up, with 
smart graphics and slick paral¬ 
lax scrolling. 

BEAM! MACHINEHEAD 

COREDESIGN 

The world has been savaged by 
a lethal virus that spreads 
faster than herpes. Wipe out 
the disease in Core Design's 
frantic 3D shoot 'em up. 


BRAINDEAD 13 

EMPIRE INTERACTIVE 

Empire's first cautious steps 
onto the PlayStation are with 
Braindead 13, a comic horror 
adventure in the style of the 
Dragon's /.a/r games. 
Spectacular cartoon graphics 
and gags aplenty are certain, 
but let's hope Braindead 13 is a 
bit more playable that its 
ReadySoft cousins. 


BURN: CYCLE 

PHILIPS 

One of the few passable CDI 
games. The player steps into 
the dungarees of a man with a 
bomb in his brain. The shoot 
'em up action then takes the 
user through FMV footage. 

Operation 1/1/b/f gameplay, and 
a plot full of crap actors. 

Passable for the CDi, unforgiv- ^ 

able on the PlayStation. lu 
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CASTLEVANIA 

KONAMI 

Early pics make this look a lit¬ 
tle dull, but the code is a mere 
150/0 complete with the initial 
sprites ported from existing 
16bit code. May just scrape in 
for an import release sometime 
in December. 

CHAMPIONSHIP POOL II 

MINDSCAPE 

Mindscape attempt to recreate 
the smoke-filled haze of bar 
room pool with their smart¬ 
looking eight-ball simulation. 
Apparently the game is so real¬ 
istic even the baize is marked 
by fag burns. Honest. 

CHAOS CONTROL 

IN FOG RAM ES 

Another CDi port (why?). This 
time, blue and red aliens are 
appearing on the horizon of 
several recognisable city¬ 
scapes, and this first-person 
shoot 'em up invites the player 
to use a cursor to pick them 
off. We're told it will be more 
Interactive than the CDi game, 
but we can't see it. 

CLAYFIGHTER 

INTERPLAY 

Too early for any code to be 
seen, but Interplay are aiming 
to rectify the slow-down prob¬ 
lems associated with the origi¬ 
nal Super Nintendo game. The 
weird stop-motion animation 
should look pretty excellent on 
the PlayStation. 

COMMAND & 

CONQUER 

VIRGIN INTERACTIVE 

Currently American developer 
Westwood Studios are consid¬ 
ering the feasibility of a 
PlayStation version of the 
strategy epic Command & 
Conquer. Although no exact 
details have been confirmed by 
either Virgin or Westwood, a 
near-perfect PC conversion is 
expected during the Summer. 


m 



CASPER 

INTERPLAY 

Cutesy arcade/adventure 
based on the Christina 
Ricci/Eric Idle film of last sum¬ 
mer. The puzzles are ingenious, 
and the graphics 
capture the / ^ \ 

feel of the / \ 

movie perfect-1 J 

ly. A bit of a V 
sleeper hit. 




TEKKEN 2 BOASTS LOADS OF NEW CHARACTERS 


A Credentials: 

NHMCO J Tekken has 

already established itself as the best beat 
'em up on the PlayStation, but since it's 
release Namco has been working on the 
vastly superior sequel which has already 
become a smash hit in the arcades. 


The Concept: Tekken 2 is the worthy 
sequel to the first game, and builds upon 
its success by featuring many new fighters 
and blessing the familiar faces with new 
moves and combos. Kazuya Mishima is 
now the ultimate challenge, with Heihachl 
out to seek revenge on his defeat. Jack 
has been replaced by the more advanced 
fighting droid Jack 2, while King has learnt 
many new wrestling moves since the first 
game and is arguably one of the finest 
fighters in the sequel. 

New characters include Baek, a master 
of Tae Kwon Do who relies on powerful 
kicks to floor his opponent. Lei is a cop, 
and is apparently China's greatest martial 
arts expert. Blessed with a dazzling array 
of special moves and attacks, he sees 


Kazuya as a criminal and it's down to ^ 
to bring him in. Many of the sub-boss( 
are new too, with Thai boxer Bruce lr\ 
joining Wang, Lee and Armor King as 
Kazuya's sidekicks. There are also loa( 
hidden characters that can be accesse 
using secret codes, like Alex the Repti 
and Roger the Kangaroo! 


Prospects: Te/r/ren 2 will undoubtedly 
become the biggest beat 'em up on t\ 
PlayStation when it's released in the I 
the end of the year, which comes as n 
surprise considering the game has be( 
improved both in terms of presentatic 
and gameplay. If ever there was a sure 
Number 1 chart topper, Tekken 2 is it. 


WHILE EXISTING FIGHTERS HAVE EXTRA MOVES, 



THE HOLE FROM ANY CAMERA ANGLE WHATSOEVER. 


ACTUA GOLF 


GREMLIN INTERRCTIVE 


Gremlin's golf game Is the second in the Actua 
series and, like Soccer, it looks set to be one of the 
most versatile and realistic sports simulations in 
the field. Using its newly-acquired motion-capture 
technology (which was also used to great effect in 
Actua Soccer), Actua Go/f features life-like charac¬ 
ter animation and detailed 3D scenery, which of 
course can viewed from virtually (or should that be 
actually?) any angle. There are loads of game 
options available, including Matchplay, Skins, 
Strokeplay and Foursomes (!?!), but perhaps the 
most exciting feature is the chance to create your 
own Actua golfer, give them individual skills and 

appearance, 
then take them 
on to winning 
the Actua golf 
tournament. 

Who knows, we 
could see Dale 
WInton taking 
the cup, wearing 
tartan trousers 
and a pink feath¬ 
er boa. 

































CREATURE SHOCK 

VIRGIN INTERACTIVE 
Argonaut's visually staggering 
but ultimately unplayable 
shoot 'em up. Creature Shock, is 
due to appear on the 
PlayStation in the summer. 
Considerable enhancements 
are promised. 



CROW II: CITY OF 
ANGEL 

ACCLAIM / li 


The film is [ ] 

opening in the \ I 

Autumn, but / 

Acclaim's game ^ 

probably won't be seen until 
Christmas. No plot or game 
details as yet, but the film is 
using Acclaim's motion-capture 
studios for key scenes which 
will then be incorporated into 
the game. 


CYBER COMMANDO 

NAMCO 

Another Namco coin-op under¬ 
going conversion. i 

CYBER CYCLES 

NAMCO 

Conversion of the brilliant- | 

looking coin-op. No code to II 

see yet, but it's not going to be 
the same without the bike. 

DAWN OF DARKNESS 

OCEAN 

A Doom-style first-person per¬ 
spective blaster. Dawn of 
Darkness is apparently "Duke 
Nukem' 3D meets George 
Romero." Expect loads of 
gore, then. 

DEADLINE 

SiE 

Developed by Millennium, 

Deadline is a tense 3D isometric 




AFTERSHOCK 


Aerial combat at its very best] 


TELSTRR 


One-time Capcom licensees. Elite (well, it was a 
very long time ago), return as developers with a 
one or two-player helicopter game. Lined up for 
a June release through Telstar, Aftershock is a 
simple arcade shoot 'em up, with Elite's pro¬ 
grammers creating a 3D landscape and a host of 
ground and air-based opponents on hand to 
blow the player out of the sky. Despite the sim¬ 
plistic look of the sprites. Aftershock features a 
number of neat graphic touches such as banks of 
fog and mist, and the split-screen two-player 
mode is said to be as fast as the 
full-screen mode - unlike 
the disappointing Hi- 
Octane conversion. 

With the emphasis 
said to be on playa¬ 
bility as opposed 
to presentation, 

Telstar are no 
doubt hoping the 
Worms brigade 
will opt to take 
Aftershock for a 
spin later this year. 


SHOOT 'EM uPj Aftershock. 


IN Telstar's chopper 


strategy game based on the 
SAS In which you control a 
SWAT team out to eliminate 
terrorist threats. Exciting, huh? 

DEADLY SKIES 

JVC 

JVC's shoot 'em up seems to 
have stalled on the runway, 
with no new Sony code for 
months. Resembling 
Afterburner, this will have to go 
some way to beat Agile Warrior 
and Thunderhawk II at their own 
game. We don't think it's got 
the legs. 




































DRAGON HEART 

ACCLAIM 

Based on the forthcoming film 
of Dennis Quaid as a heroic 
knight taking on an SGi-creat- 
ed dragon voiced by Sean 
Connery. Currently at the plan¬ 
ning stage, but Acclaim reckon 
the film is going to be massive. 

EARTHWORM JIM 2 

VIRGIN ENTERTAINMENT 
Shiny's 16bit hero is currently 
being ported to the Play¬ 
Station, but firm details on 
, whether it will be a straight 
port from the Super NES code 
or com¬ 
pletely 
rewritten 
I have yet to 
I be re¬ 
vealed. 

Our 

money's 
' on a 
revamped 
version of 
i the Super NES game. 

i EMPIRE GOLF 

I EMPIRE INTERACTIVE 
I Due for a late'96 release, 

! details on Emp/'re Go/f (working 
title) are sketchy although it 
will apparently "tackle the 
genre from a different angle". 
Chequered trousers and sad 
^ flat caps are out of the ques¬ 
tion, then. 

ENDORFUN 

TIME WARNER 
The PC release of Endorfun hit 
The Sunday Times because of 
its subliminal messages. 
Apparently, the game whispers 
things such as 'life is good' and 
the like. Having played it, it 
should say things like 'I'm not 
that bad, honest...' Don't hold 
your breath. 

EXCALIBUR 

TELSTAR 

Due out in november, Excalibur 
is an Alone in the Dark-style 
graphic adventure in which a 
knight is transported into the 
future to recover King Arthur's 
sacred sword. 

FI 

SIE 

A serious rival to Microprose's 
forthcoming FI-CP (written by 
Geoff Crammond), and said to 
be the closest you'll get to dri¬ 
ving an FT vehicle. A stunning- 
looking game which Sony are 
justifiably very proud of. 

FANTASTIC FOUR 

ACCLAIM 

One of the greatest comic cre¬ 
ations of the Sixties is heading 
for the PlayStation. Acclaim US 
will be designating the coding 
duties, and a little birdie told 
us that Sculptured Software 
will be Inviting us out for 'clob¬ 
berin' time.' 





J. 


Credentials: Already criti¬ 
cally acclaimed on the PC, 
Fade to Black Is the cre¬ 


ation of Delphine Software, the French developer 
previously responsible for such platform classics 
as Another World and Flashback. 


The Concept: Although not officially the 
sequel to Flashback, Fade to Black is essen¬ 
tially Flashback in 3D, with the heroic 
Conrad Hart returning in his trademark 
scuffed trainers and tattered leather jacket. 
Unfortunately the Morphs are also back, 
even though they were supposedly wiped out 
at the end of Flashback! The game opens just as 
Conrad escapes from his holding cell, released from 
the Morphs by The Resistance who also give him a 
laser blaster with which to defend himself and a 
hand scanner that automatically maps each level. 
Conrad is surprisingly agile when exploring the 
Gouraud-shaded 3D environment and can walk, 
run, jump and side-step as well as drawing his gun 
when threatened. In addition 3D exploration lev¬ 
els, occasionally Conrad must climb inside a Morph 
spaceship, flying through tight tunnels and wind¬ 
ing corridors to reach the next section of the game. 
There are just over a dozen levels in all, each of 
which is unique in design and also has its own set 
of objectives, making the mammoth task of defeat¬ 
ing the Morphs (again!) even more varied and 
exciting. 

Fade to Black isn't just a shoot 'em up either, its 
action skeleton fleshed out with cunning logic puz¬ 
zles and problems that must be solved through 
object manipulation. 


Prospects: Fade to Black is a welcome change to 
the countless beat 'em ups and racing games that 
swamp the PlayStation. It's a visual treat, there's 
plenty of meaty gameplay to sink your teeth into 
and loads of puzzles to challenge your brain. One 
of the hottest prospects on '96. 



Blazing DragonsI 


DISTINCT CARTOON QUALITY 
TO IT, BUT WILL IT BE FULL OF 
THE SAME, TIRED OLD CACS? 


Blazing Dragons 


BMC 


DEVISED BY FUNNY MAN 

Terry Gilliam, so let's 
HOPE it's funnier THAN THE 
MEDIOCRE DiSCWORLD. 


Humour in video games is a thing that rarely 
works. Discworld soon irritated, as Eric Idle's 
Rincewind character repeated the same few 
phrases, and visual gags are all very well first time 
round but when they repeat (as adventure games 
often do), they soon prove annoying. BMG's 
Blazing Dragons has been devised by another 

Monty Python member, Terry 
Gilliam, who has created a 
world where dragons aren't 
all that bad, and its the 
human inhabitants of 
Gilliam's brightly-coloured 
world that are the protago¬ 
nists. As with Discworld, 
Blazing Dragons features sam¬ 
pled speech throughout, but 
we have a nasty feeling that 
the BMG game is set to stum¬ 
ble at the same blocks as 
SIE's Discworld. 




























GALAXIAN 3 

NAMCO 

The arcade sequel to Starblade, 
with a simultaneous two-player 
mode. The coin-op was a huge 
success, but quite limited in 
terms of player interaction. 
Expect the Sony code to be vir¬ 
tually identical. 

GEARS ‘N’ GUTS 

GREMLIN INTERACTIVE 
Take one Mini Metro, a set of 
over-sized off-road tyres and 
drive it around a muddy dirt cir¬ 
cuit while loads of other cars 
nudge for first place and you've 
got Gears 'n' Cuts. Well, 
almost. Again, this is not due to 
appear until later in the year. 


Fade to Black is basically Flashback in 3D^ and features 

SOME COOL COURAUD-SHADED POLYGON CHARACTERS AND 
SCENERY. There ARE ALSO SMART RENDERED IMAGES IN THE GAME 
TOO, LIKE THE ONE PICTURED BELOW. 


FANTASY RACING 

GREMLIN INTERACTIVE 
As yet only a working title. 
Fantasy Racing is yet another 
drive 'em up from Sheffield- 
based speedsters Gremlin 
Interactive. Scheduled for a 
fourth quarter release. Gremlin 
reckons it will be a racing game 
with a difference - it will be 
against a fantasy background, 
somewhat predictably. 

FLYING CORPS 

EMPIRE INTERACTIVE 
Based on the forthcoming 
Rowan flight simulation, the 
PlayStation game will be sim¬ 
plified so expect an arcade-y 
shoot 'em up set in the flak- 
filled skies of World War I. 


THE MOUSE 


OCERN 


With more than a slight nod to Sega's Clockwork 
Knight, Ocean's debut PlayStation platformer 
stars a cute mouse who the player guides around a 
danger-filled house. With the scenario yet to be 
determined, the bare basics of the code have been 
written with Cheesey adopting a number of famil¬ 
iar concepts, including jumping on his foes and 
shooting them with conveniently-placed guns. 

The differences, however, appear as 
the rodent plods through the house, 
and different camera angles open 
up - including bird's-eye views, 3D 
stages, and screens where, when 
Cheesey turns, the corner rotates 
with him. Although Its looking a bit 
rough at the moment, Cheesey the 
Mouse isn't due to take centre stage 
until a little later this year, so 
Ocean's programmers have got 
more than enough time to update 
the basic code. 



ISA 

ICOMICAL PLATFORM CAME 
IsiMiLAR TO Clockwork 
[Knight A/VD Bug for the 
\Seca Saturn. 

JiCTION FROM THE SIDE, 

[cheesey also features 

SMART 3 D stages. 


GENOCIDE 

OCEAN 

Precise details on Genocide are 
so scarce even Ocean don't 
know what the game is about, 
although it is scheduled for a 
4th quarter release. 

G-POLICE 

SIE 

3D blaster set in an Blade 
Runner-sty\e environment. 
Been in development for the 
last year, should appear 
towards the end of August. 































HARDBALL ‘96 

TIME WARNER 

Time Warner jump on the base¬ 
ball bandwagon promising 
more stats, better animation 
than all the rest, and real 
atmosphere. Don't expect 
huge differences over the PC 
versions, though. 

HYPERBLADE 

ACTIVISION 

Imagine a virtual hockey game 
in the style of Total NBA. with 
cool 3D graphics featuring 
skaters on rollerbades and 
even snowlioarders!? 

ICY RACER 

OCEAN 

Icy Racer is another game 
scheduled for a 4th quarter 
release and Is, according to 
Ocean, "a racing game on ice". 
No way! 


IRON BLOOD 

OCEAN 

The already crowded beat 'em 
up genre is joined by yet 
another 3D slap-fest, this time 
It's Ocean's Toshinden-style 
thumper. Iron Blood, that steps 
up for the challenge. 

1 IRON MAN 

I ACCLAIM 

\ Another Marvel hero entering 
development. The coding is 
being handled by Sculptured 
Software and is likely to 
become a beat'em up. 

■ JACKER 

OCEAN 

Currently penciled in for an 
autumn release, yac/rer is an 
Internet-style adventure from 
Manchester softco Ocean. 

JETFIGHTER III 

us GOLD 

US Gold's monster PC flight 
sim takes to the PlayStation's 
virtual skies with Jetfighter III, 
albeit In a more simplified 
form. However, US Gold still 
maintain Jetfighter III will be a 
simulation rather than a shoot 
'em up. 




1 -. i 


c 


nCCLHIM 


J. 


Credentials: From the 
people who brought 
us the incomparable Street Fighter Alpha comes X- 
Men: Children of the Atom, an arcade-perfect con¬ 
version of the popular coin-op. With a pedigree 
ranging from the said Street Fighter series through 
to the more recent Dark Stalkers, this time Marvel's 
uncanny heroes are given the one-on-one treat¬ 
ment. However, this time round, some of the 
sprites are big. Very big. 

The Concept: The familiar one-on-one concept can 
be used for pretty much anything you wish, and pit¬ 
ting super heroes against each other is nothing new 
— as Justice League will attest. With X-Men: 

Children of the Atom, however, Capcom have man¬ 
aged to take the special characteristics associated 
with Wolverine, Cyclops and co, and turn them into 
special moves which work extremely well. The sce¬ 
nario pits the X-Men against their Sentinel foes, in 
a series of backdrops Instantly recognisable from 
the comics with floors collapsing as fights rage on, 
and enough combos to keep even the most ardent 
Street F/g/7ter junkie busy. It \sX-Men's speed, 
though, that sets it apart from the rest - yes, even 
Alpha - and as the huge sprites fall between levels 
and battle it out with Sentinels twice the size of 
most Capcom sprites it's hard not to be impressed 
with the action. Acclaim stole X-Men from under¬ 


neath Virgin's nose shortly 
before VIE secured the rest of 
the Capcom stable, and it looks 
set to give Street Fighter Alpha a run for Its money. 

Prospects: There's nothing new here, but the 
implementation of the super heroes and their ene¬ 
mies are faultless. In terms of pace and appearance, 
X-Men is the best game to emerge from Capcom's 
beat 'em up division. Familiarity may breed con¬ 
tempt, yet despite many ideas plagiarised from 
past Capcom games, X-Men may emerge as their 
finest hour yet. 



CITY OF THE 


City of the Lost Children 


IS EXTREMELY EERIE AND 
ATMOSPHERIC. 


The came features two] 


HEROES^ THE YOUNG CIRL 
PICTURED HERE JOINED BY A 
FAT BLOKE LATER IN ON. 


SIE's French division currently working on a com¬ 
puter game adaptation of the film City of the Lost 
Children, currently showing in cinemas nation¬ 
wide. The video game, aided throughout develop¬ 
ment by Delicatessen co-author Marc Caro, City of 
the Lost Children is a visually staggering arcade 
adventure set in a bleak post-industrial city. Due 
to appear this summer, the finished game will be 
packed with well over TOO 
scenes and loads of charac¬ 
ters to interact with. 
Controlling the two heroes of 
the game, your quest Is to to 
outwit some evil bloke called 
Krank, who is stealing the 
children from the city to 
replace the dreams he can't 
have - apparently Krank 
needs the fertile minds of the 
young 'uns to supplement his 
failing mind. Maybe he 
should try hallucinogenics. 




































i Already A classic on the Saturn, 


Ihacksawayat Wolverine's 

ENERGY WITH HIS RAZOR-SHARP BLADE. 


The Silver Samurai 


X-Men on the PlayStation 
should be just as good. 


JOHNNY MNENOMIC 

SIE 

FMV adventure which takes the 
user back to the days of 
Dragon's Lair and sod all playa¬ 
bility. Based on the new Keanu 
Reeves actioner, the player 
adopts the Keanu role and 
plays a futuristic data storer 
with a rare chip inserted in his 
cranium. Baddies chase after 
the player and they retaliate by 
moving in the right direction at 
the right time. Hmmm. 



JUMPING FLASH II 

BYrSONY 

Very little to see, but takes the 
basic idea of the first, very well 
received, game. Sony have con¬ 
firmed it for release sometime 
later this year. 

KINGDOM 0’ MAGIC 

SCI 

According to SCi, Kingdom O' 
Magic is a revolutionary graphic 
adventure that offers gamers a 
choice of two playable charac¬ 
ters, a total of six quests and a 
self-evolving game world that 
is quite unlike anything else. 
Here at PlayStation Plus we 
reckon it looks like a damn 



DARKSTALKERS 


Once AGAIN CapcomI 


VIRGIN INTERRCTIVE 


Capcom continue to milk the one-on-one beat 'em 
up market, and Virgin will be releasing this 
B-movie beat 'em up sometime in March. 
Darkstalkers is a conversion of the first of the 
Vampire coin-ops, and features an array of mum¬ 
mies, werewolves, and man-made monsters bat¬ 
tling out to become master of the night. This is 
familiar Capcom stuff, 
with little of the finesse 
of X-Men, but more than 
enough in the way of spe¬ 
cial moves, arcade-quali¬ 
ty sprites, and specific 
backdrops for each of the 
international, undead 
pugilists. The import ver¬ 
sion is set to hit special¬ 
ists any day now, but 
Virgin UK are claiming 
the PAL code has been 
improved, although it 
wasn't specified how. 


ghters from Capcom's 

ARKSTALKERS HAVE A DIS- 

B-moviefeel to 
EM. Smart. 


good laugh, but we'll find out 
when it's released during the 
summer months. 

LAWNMOWER MAN 2: 
JOBE’S WAR 

SCI 

SCi remain tight-lipped about 
Jobe's War, and as such details 
of the game are scarce. It will, 
however, be released at 
Christmas and is said to be bet¬ 
ter than the previous 
Lawnmower Man games. Mind 
you, we suppose it couldn't be 
a great deal worse... 

NAMCO MUSEUM: 
VOLUME 2 

NAMCO 

Xevious and A/fappy feature 
among the four games in this 
museum. Arcade-perfect con¬ 
versions are promised, with the 
3D museum updated slightly. 
Won't be officially released 
until 1997. 
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NFL 

KONAMI 

Nothing to see as of yet, but 
rumoured to be developed by 
the team who created 
International Superstar Soccer 
for the Super NES. 

NORMALITY 

GREMLIN INTERACTIVE 
Enter the virtual world of 
Neutropolis, a mind-numbingly 
dull city where nothing ever 
happens. As a day-dreaming 
slob called Kent, your task is to 
break free from the everyday 
boredom of modern life by 
overthrowing the system and 
making the world an exciting 
place once more. As yet 
Gremlin are still trying to fit 
such an enormous game into 
the PlayStation's 2Mb of RAM 
- let's hope they succeed. 



ON-SIDE 

TELSTAR 

The first soccer management 
title to be announced seems to 
have got stuck in limbo. In 
addition to on-field control, 
the entire running of any club 
is at the player's disposal, with 
transfers, injuries, tactical 
planning all coming into play. 
Could be a winner if the arcade 
sections are weak or can be 
switched off. 


OPPOSITE LOCK 

TELSTAR 

Opposite Lock is a fun arcade 
racing game ratherthan a simu¬ 
lation, and is apparently a bit 
like Super Mario Kart, although 
you can view the race from 
practically any angle. 



Another zombie bites the dust 


The body count in Resident Evil 


IS frighteningly high^ so if 

you're squeamish then 
this probably isn't the 

GAME FOR you. 


Valentine), as resident Evil's plot 
unfolds, it is revealed that the building once 
host to a top-level scientific organisation covertly 
funded by the government. Initial surveillance indi¬ 
cates that the scientists were studying genetic 
cross-breeding, but as contact has been lost with 
everyone there, the government have got jittery 
and want the building cleared of any 'experiments' 
before they can break out. 

The action is viewed using similar perspectives as 
Infogrames' Alone in the Dark, but the graphics are 
far beyond those of the Gallic PC clone. Resident 
Evil's blood-splattered rooms, laboratories and bal¬ 
conies are created in intricate detail, and the 
assorted genetic misfits which prowl them are 
polygon-based with zombies lumbering towards 
the player's chosen character, and later rooms 
housing huge spiders, birds, and reptilian cross¬ 
breeds - and a final plot twist which makes every¬ 
thing fall into place. 


The Concept: Originally titled Bio-Hazard, Resident 
Evil offers a scenario whereby the player is called to 
investigate a series of disturbances within an omi¬ 
nous-looking mansion. Cast as one of two members 
of an elite mercenary group (pilot and marksman, 
Chris Redfield, or explosives meister, Jill 


AFTER A SINGLE BLAST BLOWS ITS 
HEAD TO SMITHEREENS. EURGH! 


A Credentials: Licensed 
J by Virgin for release 

in the UK, Resident Evil \s the first arcade/adven¬ 
ture to emerge from Capcom's Japanese offices. 
After the enormous success of their Street Fighter 
series, a drastic break from one-on-one fighting 
was decided upon, and Capcom's in-house R 'n' D 
team emerged with a scenario to rival that of most 
horror films. Notoriously tight-lipped, Capcom 
have steadily drip-fed details of the game to 
Virgin, with the game development offering almost 
as many twists as the events inside the game's 
eerie mansion. 






KEEPER 

BULLFROG 


As one of the UK's most successful developers. 
Bullfrog has dominated the home computer mar¬ 
ket with award-winning titles like Magic Carpet, 
Syndicate and Populous. The Guildford-based soft- 
co is hoping this level of success will cross over to 
the PlayStation when it prepares to unleash its 
impressive 1996 line-up. Although not due for 
release until later in the year. Dungeon Keeper is 
one of the most innovative games of the past few 
years. It's essentially a role-playing game, but 
rather than guide a team of sword-swinging 
adventurers through grotty underground pas¬ 
sages, you actually control the dungeon itself. You 
have the power to create the most lethal dungeon 
possible by constructing cunning traps to lure the 
artificially intelligent heroes to their death, or 
more simply hiring a band of trolls who'll eat any¬ 
thing within reach, including armour-clad war¬ 
riors! The game is extraordinarily versatile, and 
you are completely free to cause mayhem any way 
you desire. Initially released on the PC, Bullfrog is 
currently trying to squeeze the game onto the 
PlayStation. Personally, I can't wait. 





































OF SPIDERS? You WILL BE 


BY THE TIME THIS GIANT ARACH- 
NID HAS FINISHED TEARING YOU 
LIMB FROM LIMB. 


Although Resident Evil is only 


ABOUT 7S<Yo COMPLETE^ IT LOOKS 
VERY GOOD INDEED. 



Prospects: With Resident Evil, Capcom have pulled 
out all the stops to create a game which could final¬ 
ly mix movie-style presentation with a decent plot 
— and incorporate full control for the player in the 
process. Wandering the dingy rooms in search of 
clues to what the scientists were up to is engross¬ 
ing, and genuine shocks are on offer the first time 
you encounter some of the game's 
genetically-altered monsters - 
the spider which menaces Chris 
has to be seen to be 
believed, while the huge 
tentacles plant towards 
the middle of the game is 
one of the largest 
sprites ever seen in a 
game. With hazards like 
flesh-eating zombies 
and the like, obviously 
Resident Evil's blood- 
count rivals that of the 
Mortal Kombat series, and 
Virgin are foreseeing prob¬ 
lems with the game's certifica¬ 
tion, with Resident Evil likely to 
receive an 18 rating unless it loses 
the blood — something they are loathe to do. 

Quite easily the most exciting PlayStation title on 
the horizon, and set to redefine the boundaries of 
the arcade/adventure genre. 



The Darkening is Electronic Arts' biggest attempt 
at an interactive movie, and is therefore hoping 
the game will be big. Filmed over several weeks at 
Pinewood Studios, the game stars Christopher 
Walken (whatever happened to roles in big movies 
like Pulp Fiction and Batman Returns, Chris?), David 
Warner and John Hurt, the the lead role, a charac¬ 
ter called Lev Aris, 
played by 
Chancer s Clive 
Owen. Although 
the game looks 
cinematically stun¬ 
ning, previous 
interactive movies 
have always suf¬ 
fered from non¬ 
existent gameplay. 

Hopefully 
Electronic Arts has 
finally got the bal¬ 
ance right. 


Hollywood actors 


John 

Hurt AND Christopher 
Walken are just two big 

NAMES FROM ELECTRONIC 

Arts'The Darkening. 


The Darkening 


Electronic Arts UK's 

BIGGEST PROJECT TO DATEj AND 
WAS FILMED OVER SIX WEEKS AT 

Pinewood Studios. Coo. 


ELECTRONIC RRTS 



PETE SAMPRAS 
EXTREME 

CODEMASTERS 
At a very early stage of devel¬ 
opment, but said to be shaping 
up as the best 
Tennis game 
yet. The 
Megadrive 
versions 
were unsur¬ 
passed, so 
hopes are high for 
the curly one's 
PlayStation debut. 

PINBALL 

OCEAN 

Another working title from 
Ocean, Pinball is, urn, a pinball 
game. With silver balls, appar¬ 
ently. And flippers.Nothing 
else is known about the pro¬ 
ject, although it is likely the 
game will not be based on a 
real-life pinny table. 

PLAYER MANAGER 

VIRGIN ENTERTAINMENT 
The Paul Ince of PlayStation 
games. First UBI Soft thought 
they had the rights to release 
Imagineer's PlayStation conver¬ 
sion of their classic manage¬ 
ment game, then in step Virgin 
and the deal is done ready for a 
June release. Initial word is that 
Player Manager is a very good 
conversion indeed. 

PROJECT X 2 

OCEAN 

Project X2 is the sequel to the 
best-selling Amiga shoot 'em 
up from Wakefield developer. 
Team 17. If the original is any¬ 
thing to go by, it will be a hori¬ 
zontally scrolling blast packed 
with power-ups and fiercesome 
guardians. Sound pretty excit¬ 
ing to me. 

PRO PINBALL: 

THE WEB 

EMPIRE INTERACTIVE 
The Web is the first in the Pro 
Pinball series from Empire 
Interactive, and is due for 
release in the spring. Promising 
to be the most realistic 
PlayStation 'pinny' game, 
although it faces stiff competi¬ 
tion from Tilt and True Pinball. 
The second in the Pro Pinball 
series is set to appear some¬ 
time during the summer. 
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PSYCHIC DETECTIVE 

ELECTRONIC ARTS 
Yet another 3D0 conversion 
from software giants. 
Electronic Arts. 
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QUARTERBACK CLUB 
‘96 

ACCLAIM 

Update of existing 16bit code. 
A serious rival to EA's Madden 
series, and promises 3D in¬ 
game action other American 
Football games can only wish 
at. Originally due for release 
last November, but various 
technical hitches have delayed 
it by five months. 

RELOADED 

GREMLIN INTERACTIVE 
1996 is fast becoming the year 
of the sequel, with Gremlin 
returning to the overhead 
shoot 'em up for Reloaded. 
Although not expected to sur¬ 
face before the end of the 
year. Gremlin promise the 
game will be bigger, better and 
more gory. Excellent. 

RETURN TO ZORK 

ACTIVISION 

Return to Zork is the fifth in the 
Zork series, and Is the first to 
boast smart rendered graphics 
and live action footage. A bril¬ 
liant adventure filled with cun¬ 
ning puzzles. 



RIPPER 

OCEAN 

Based on London infamous ser¬ 
ial killer. Ripper IS an interac¬ 
tive movie starring Christopher 
Walken. Blood content is 
apparently high, although 
whether the gore gets past the 
censors when the game Is 
released in the autumn remains 
to be seen. 

SENTIENT 

SIE 

Set aboard a space station 
attacked by a deadly plague. 
Sentient is a fully light-sourced 
mix of arcade/adventure and 
puzzle genres. As the base falls 
prey to the virulent disease, a 
murdertakes place and it's up 
to the player to investigate. 



SCI 


Forget the future being bleak and Cyberpunk, in 
the 22nd century it's a global battle of the sexes. 
For almost two hundred years war has raged 
between men and women to determine once and 
for all who is the superior sex. Controlling either 
the male or female army, the basic aim is to com¬ 
plete each of the 28 missions, gradually infiltrat¬ 
ing and overthrowing the opposition until global 
domination is yours. Adopting a 3D-isometric 
view. Gender Wars is packed with action, weapons 
and destruction, making this one of the most 
action-packed games on the PlayStation. Unlike 
Doom it's not gory though, and instead Gender 
Wars is not to be taken too seriously, with tongue- 
in-cheek humour running throughout. Featuring 
voice-overs from cult British 'heroes' Paul Darrow 
and Jacqueline Pearce (alias Blake's 7's Avon and 
Servalan), Gender Wars is the game to find out just 
who wears the combat trousers in your family! 
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CT INTERRCTIVE 


If you like Doom then, in the words of Bachman 
Turner Overdrive, "You ain't seen nothing yet." 
Hexen is the joint work of Id Software and RPG 
supremos Raven, and is in fact the sequel to the 
little-known PC blaster Heretic. Set in a mediaeval 
realm plagued by griffons, minotaurs and spell¬ 
casting Necromancers, Hexen is based on a more- 
advanced hybrid of the Doom game engine, and as 
such Hexen looks and feels more impressive than 
its predecessor. The game itself is more struc¬ 
tured too, with each level connected to the next 
so rather than being divided into individual chap¬ 
ters, Hexen must be read as a complete book. 
Hexen also hints at role-playing as players must 
choose their character's profession before they 
begin, and the game changes slightly depending 
on whether you're the Warrior, Cleric or Mage. 
Complex puzzles play a more Important part in the 
game, so unlike Doom, Hexen isn't a straightfor¬ 
ward shoot 'em up. Rest assured though, Hexen 
will be just as big. Look out for it in the spring. 





M^KNESS 


VIRGIN INTERRCTIVE 


Heart of Darkness is the creation of the combined 
genius of Amazing Studio, led by Another World 
and Flashback creator Eric Chahi. Revolving around 
a kid called Adam, Heart of Darkness is a visually 
staggering platformer in which the troubled 
teenager must rescue his dognapped mongrel 
from the clutches of some evil bloke known as The 
Master. Armed with a Ghostbusters-sty\e proton 
pack built from scraps of metal and old junk, 

Adam must zap the ghosts and ghouls that lurk In 
every shadow and also befriend weird aliens 
who'll help solve the puzzles that crop up during 
the game. Although Heart of Darkness is essential¬ 
ly just an extravagant platform game. Amazing 
Studio has been working on the project for over 
three years - let's hope it's worth the wait. 


Conversions of older games are becoming more 
common place on the PlayStation, and The Horde 
is just one of many 3D0 titles due for release over 
the next few months. It's a 3D-isometric monster 
that combines complex strategy with hack 'n' slay 
swordplay, the player is given a small patch of 
land with which to build a blossoming village. A 
simple task indeed, if it weren't for one thing - 
The Horde. Having built your tiny village you must 
fend off the attacking demons who wreck the 
huts, eat livestock and even chomp on your vil¬ 
lagers. This is done by attacking them with your 
trusty blade, as well as calling on village resources 
to construct traps that can be used to protect the 
perimeter of 
your settle¬ 
ment. The 
Horde will be 
invading the 
PlayStation in 
the spring. 





























SCnVENCER 


Better known for the likes of Red Zone, Into the 
Shadows is Scavenger's first major foray into the 
world of the PlayStation. Similar in style to Alone 
in the Dark, Into the Shadows has all the hallmarks 
of a classic in the making: gripping gameplay, 
unparalleled presentation and a seamless cock¬ 
tail of action and adventure. Set in a 3D environ¬ 
ment that has been texture-mapped to an aston¬ 
ishing level of detail, the hero must fight off 
monsters and solve puzzles during his mission to 
rescue the Moonchild from the powerful 
Necromancer. While the plot Isn't particularly 
thrilling, graphically Into the Shadows is second 
to none. Every in-game character is texture- 
mapped and is animated using motion capture 
techniques, but more Impressive is the game's 
light-sourcing. If a skeleton walks in front of a 
flickering candle then a similar shadow is cast on 
the floor and walls nearby - to say the game 
looks stunning is an understatement. 



KING'S FIELD 2 


SONY 


Previously available only on import (you'll find a 
review of the Japanese version of King's Field in 
Issue 4 of PlayStation Plus), Sony plans to release 
the improved sequel during the spring. King's 
Field2 is a first-person perspective role-playing 
game set in the vast polygon world of Melanat 
island, a land that hides the goal of your mission 
- The Moonlight Sword. It's only with this sword 
that you can overthrow the Priest King whose 
evil is spreading throughout the realm, so the 
search for the Demonic leader begins. As well as 
mastering the art of sword-fighting adventurers 
must learn to use spells proficiently, practising 
magic to gradually increasing character abilities. 
Exploring every corner, cave and chasm is the 
most time-consuming element of 
King's Field2 though, but it's 
the only way to find the lair 
of the Priest King and com¬ 
plete your goal. 



THE BLOOD 2 


SONY 

While Kileakthe Blood was a particularly mediocre 
game, the sequel promises to be a considerable 
improvement. It's pretty much the same as the first 
game in that you're strapped inside a bloody great 
robot and must explore the maze of enemy-infest¬ 
ed corridors in search of your goals. Visually the 
game is superb, the background graphics more 
detailed before. However, it's the rendered intro 
and cutscenes that are particularly Impressive, and 
are probably the best ever to grace the PlayStation. 
Gameplay 
has been 
refined 
too, so all 
in all Kileak 
the Blood 2 
looks 
mighty 
fine. 

Yessiree. 





/lAD 

DE^ 

1 ‘96 


ELECTRONIC RRTS 



When John Madden dies, he is assured immortality 
as EA's seemingly-endless series of licensed 
American Football games heads towards the 
PlayStation. Madden '96 has been updated to 
incorporate the latest batch of NFL teams and play¬ 
ers, while the processing power of the Sony 
machine has been exploited to create player sprites 
with more detail and frames of animation than 
before. In the past, the aesthetics of the Madden 
series have been a secondary concern, with fans of 
the series preferring its tactical side and realistic 
play. Thus, with a large number of Megadrive own¬ 
ers defecting to 
the PlayStation, 
it seems the 
Madden series 
will have sur¬ 
vived the journey 
to the 'Next 
Generation' 
effortlessly. 


SHREDFEST 

ELECTRONIC ARTS 
EA combine Road Rash with 
snow, as they invite PlayStation 
owners to piste off down a vari¬ 
ety of hills. Other boarders get 
in the way and are just asking 
for a fight, while players start 
to recognise more and more 
similarities to EA's motorbike 
and chains classic. 

SILVERLOAD 

VIACOM 

Millennium's dodgy comic 
book adventure is due for a 
PlayStation release, so at last 
Sony gameheads can enjoy the 
thrills and spills of the rootin' 
tootin' Wild West for them¬ 
selves. Oh joy. 

SLIPSTREAM 5000 

GREMLIN INTERACTIVE 
Gremlin's futuristic racer pulls 
out of the pits at the end of the 
year, and at the moment little 
has been seen of the game. 
However, PlayStation Plus can 
exclusively reveal that it's 
being programmed in Japan 
and will be a vast improvement 
over the original game. 

SOCCER 

OCEAN 

Developed in France, Soccer 
(the game's working title) is 
Ocean's bid for the PlayStation 
World Cup. As yet exact details 
are sketchy, although it will 
feature smart 3D graphics and 
motion-captured animation. 

SOLAR FOUR 

BMC 

The follow-up to the dreadful 
Total Eclipse, and looking rather 
too similar for our liking. More 
bare-bones 3D shooting, as you 
pilot your ship through short 
levels towards the next inter¬ 
minable FMV link. 

SPACE HULK 

ELECTRONIC ARTS 
Based on the Games Workshop 
board game. Space Hulk is a 
cross between Doom and Aliens 
with massive Term/nator space 
marine battling against the sav- | 
age Genestealers. And very 
smart it looks indeed. 

SPYCRAFT:THE GREAT 
GAME 

ACTIVISION 
Slip into the shoes of an under¬ 
cover agent Activision's atmos¬ 
pheric spy thriller. Due out, 
hopefully, in the summer. 
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STARFIGHTER 3000 

p & 

TELSTAR 


All aboard the good ship 

III 

Telstar as it sets sail to the 

III 

worn-torn shores of Starfighter 


3000. Pilot a fully armed and 

BC 

armoured jet fighter through 

■■ 

countless levels, bombing 

n . 

enemy ground targets and 

■ 

dogfighting to the death. 


i 



i SWAGMAN 

CORE DESIGN 
Although just over 50% com¬ 
plete, Core Design's top-down 
arcade adventure is already 
looking very impressive indeed 
- hopefully the gameplay will 
match the super-slick perfec¬ 
tion of the graphics. 



SWIV2 

Following on from the hugely 
' successful 16bit classics, SWIV 
and Silkworm, 5WIV2 \n\\\ be a 
"3D intergalactic shoot 'em 
up". Fingers crossed, the game 
ought to be unleashed in time 
for Christmas. 

I: TENNIS 

i; OCEAN 

Obviously only a working title, 
i even Ocean knows very little 
about its upcoming tennis sim¬ 
ulation, although they reckon 
it will be "pretty smart". We'll 
just have to wait and see. 

' THEME HOSPITAL 

|i BULLFROG 

Continuing its Designer Series, 

■ Bullfrog has Theme Hospital In 
the pipeline. Similar in many to 
its predecessor. Theme Park. 
it's a light-hearted resource 
management game in which 
you must run your hospital as 
smoothly as possible. 




MINDSCnPE 



The Raven Project is another title from French 
developers Cryo, but rather than a graphic adven¬ 
ture a \a Aliens, it's an intense space battle epic 
offering four explosive combat modes. Climbing 
inside one of five super-sleek attack craft, the 
space combat sections are fast and exciting as you 
skim low over the cratered terrain of enemy- 
infested moons. Back on terra firma, use your skill 
and wit to progress through the adventure scenes 
that are just as enthralling. Visually The Raven 
Project is outstanding, with over 45 minutes of 
live-action footage that immerse you into the 
game's absorbing plot. However, whether the 
gameplay match¬ 
es the presenta¬ 
tion won't be 
confirmed until 
the game is 
release in 
the spring. 



us COLD 


Viewed from above, US Gold's late entry to the 
soccer league is licensed from the forthcoming 
Olympics and, as such, is preceded by rendered 
images of pomp and ceremony, and full permis¬ 
sion to use the international sides taking part. 
Soccer is part of three Olympic games emerging 
from US Gold's Birmingham offices with the other 
two harking back to the days of Daley Thompson's 
Decathlon, but with Soccer debuting early in May 
- if everything goes according to plan. 






The heavily-delayed sequel to Virgin's best-selling 
Megadrive platformer replaces the side-on view 
with a graphically-stunning isometric play area. 
Once again stepping into the white sneakers of 
Spot, the player is dropped into a series of levels 
based on popular movie themes. The scenario tells 
of Spot being drawn into a magic film projector 
and having to get to the end of worlds based on 
such classics as The Terminator, Tron, and Indiana 
Jones and the Temple of Doom — while throwing in 
ideas from westerns, historical epics, and mono¬ 
chrome slapstick comedies in-between. The basic 
collection duties of the first game remain the 
same — as do 
the end-of- 
level bosses - 
but the game¬ 
play still seems 
refreshingly 
original. 


One of Konami's Japanese-developed titles, we 
have a gut feeling that Overkill has promise to be 
one of the greatest games of the year. Controlling 
a marine sprite, the player is dropped into a series 
of isometric play areas inhabited by armies of 
robots. So far this sounds like the old Atari Berzerk 
coin-op, but while Overkill is a game of OTT vio¬ 
lence, it also marries skill and timing into the mix. 
Armed with a number of guns and weapons, the 
player can use stealth to pick off foes and thus 
avoid drawing attention to themselves, or go in 
guns blazing and get every droid in the area on 
their tail. Similarly, acts of sabotage can be per¬ 
formed to makes things easier (lights taken out, 
etc), and this opens up a game which completely 
stands apart most linear blasters. Watch this one, 
it is going to be stunning... 


VIRGIN INTERRCTIVE 




KONRMI 











































VICTORY 



JVC 


Although many consider boxing a barbaric sport, 
it far-more graceful than bare-knuckle brawling. 
It's not as fast-paced though, and therefore JVCs 
Victory Boxing doesn't match the speed of the 
excellent Tekken. That's not to say it isn't excit¬ 
ing, as the bouts in Victory Boxing can be every bit 
as tense and dramatic as those in real life. As a 
novice fighter your boxer is slow and unskilled, 
but through practice they become faster on their 
feet and learn to fight more adeptly, pulling off 
jab and hook combos with ease. The game's pre¬ 
sentation is good but not quite as polished as 
Namco's classic beat 'em up, but nevertheless 
Victory Boxing promises to be the perfect partner 
for armchair pugilists. 


Boxing - Not as frantic as a fist-fight 

\and con- 

SIDERABLY MORE GRACEFUL. POSSIBLY. 

- i 
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CODEMnSTERS 



The Codies' first foray into the 'Next Gen' is a 
complete revamp of their classic Megadrive 
racer. Micro Machines. Based on the tiny toys of 
the same name, the Sony game abandons the 
top-down view of the Megadrive code, in favour 
of an isometric course. This being Micro 
Machines, of course, the races take place against 
familiar home-based settings, but the 
PlayStation is set to make more of the Rice 
Crispies boxes, rulers, and garden ornaments 
than the 16bit Sega system could ever hope to. 
In keeping with the Sega 
version's multi-player 
mode. Code-mas¬ 
ters are also aim¬ 
ing to have 
between four 
and eight play¬ 
ers on the go at 
once, but this 
has still to 
be confirmed. 






The boxers may not be as detailed 


\ AS THE FIGHTERS 

i/v Tekken^ ffc/r they're animated just as well. 


oted 


Considering Scavenger were voted 
the 'Stars of E3' at last May's 
Expo in Los Angeles, their 
emergence into the UK has 
been very slow indeed. 

Despite interest from Virgin, 

Time Warner and Ocean, the 
German-based development 
team has yet to secure a UK dis¬ 
tributor and their first title. Scorcher, 
is shaping up very nicely indeed. A 3D racer game. 
Scorcher is set in a nightmarish future where gangs 
rule the road. Of course, this gives Scavenger carte 
blanche to create dark, urban backdrops for one or 
two-players to race against. Scorcher is more tech¬ 
nically impressive than it is original. The clipping of 
the courses is very impressive and, despite a few 
control problems, it seems the game will be a novel 
slant on the racing theme. Even so, the latest batch 
of code isn't massively improved on the E3 demo, 
with development apparently crawling along. 


SCnVENCER 


SCORCHER 


TILT 

VIRGIN ENTERTAINMENT 
Another in the long line of pin¬ 
ball games, with Virgin offering 
a number of tables which can 
be viewed from virtually any 
angle. Other novel features 
include the ability to zoom into 
a key area to watch bumpers or 
flippers in action. 



TRANSPORT TYCOON 

MICROPROSE 

As a kid did you ever dream of 
driving trains? Hah, saddo. 
Anyway, there planes, trains 
and automobiles to mess 
around with in MicroProse's 
addictive resource manage¬ 
ment game. Transport Tycoon. 

TUNNEL B1 

OCEAN 

Little is known on this German- 
developed project, but accord¬ 
ing to Ocean it's "a cross 
between Doom, Ridge Racer and 
Descent." Sounds intriguing. 

TURBO TENNIS 

TELSTAR 

Set for release at the same time 
as this year's annual rain-fest 
known as Wimbledon, Turbo 
Tennis is a 3D tennis sim that 
uses motion capture tech¬ 
niques to animate the players. 

VIPER 

OCEAN 

Super-smart helicopter shoot 
'em up in the style of Warhawk 
and Firestorm: Thunderhawk 2. 
Developed by German team 
Neon, it's said to feature the 
best 3D routines on the 
PlayStation. Neat. 

VIRUS 

SONY 

Just a rumour, but apparently 
Sony are playing host to a con¬ 
version of David Braben's clas¬ 
sic Archimedes/Amiga blaster: 
Zarch/Virus. Imagine a full scal¬ 
ing PlayStation version... Cool. 




WARHAMMER 

MIND- _ 

SCAPE y 

Produced in 

collabora- 

tion with V - 

Games ^ 

Workshop, r ^ 

Warhammer _ ^ 

is a smart fantasy war game 
based on the classic table-top 
series of the same name. Cool 
rendered graphics, intense 
gameplay and no dice rolling 
make this a sure-fire winner. 
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WARHAMMER 40,000 

MINDSCAPE 

Set against a bleak futuristic 
backdrop, Warhammer40,000 
is a first-person action adven¬ 
ture, similar in many ways to 
Doom. The aim of the game? 
Step inside a huge Terminator 
battle suit and eliminate the 
Orkish slime. 

WATER WORLD 

INTERPLAY 

Oh dear. Despite the attractive 
rendered pictures, we have a 
^ nasty feeling this is going to be 
another Cyberia. Tiny sprites 
and a substandard Operation 
Wb/f section don't instill much 
confidence in it, we're afraid. 

WING COMMANDER VI 

ELECTRONIC ARTS 
Chris Roberts returns to the 
director's chair as Mark Hamill 
stars in his second Wing 
Commander epic. The Kilrathi 
have been defeated but now 
there's a enemy to face. Can 
Blair save the Terrans again, 
and can the PlayStation handle 
such a massive game? Origin 
certainly hopes so. 
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WIPEOUT 2 

SIE 

While a sequel to WipeOut is 
confirmed, Sony Interactive 
has yet to announce precise 
details of what promises to be 
one of the hottest games of 
1996. Expect more tracks, 
extra hover ships and a load 
more storming techno tunes. 

WITCHWOOD 

OCEAN 

Team 17 has been working on 
Witch wood for years, so let's 
hope their Ze/c/a-style graphi¬ 
cal adventure Is worth the wait 
when it appears in the summer. 

xs 

SCI 

Originally developed for the 
PC, XS; Shield Up, Fight Back is 
a first-person perspective 
shoot 'em up in the vein of the 
live action laser game Quasar. 
Featuring a whopping 60 oppo¬ 
nents across 20 different are¬ 
nas, XS is due out this summer. 

ZOOP 

VIACOM 

Simplistic platformer with the 
player guarding a small box in 
the centre of the screen from 
attack from coloured blobs. 
Points are mustered for wiping 
out entire lines of like- 
coloured blobs. Super NES and 
PC versions very well received. 


STREET 



E 

Pi 

UBISOFT 


Heavily influenced by Nintendo's brilliantly 
playable Super Mario Kart, UBISoft's acclaimed 
cartoon racer first appeared on the 16bit consoles 
approximately two years ago. Now Street Racer is 
set for a PlayStation release in the spring, and 
unsurprisingly it's a far cry from the now-primitive 
racing game that appeared on the Super 
Nintendo. The most obvious difference Is of 
course the graphics, which are now considerably 
more detailed but still retain the original's car¬ 
toon quality. There are four camera angles to 
choose and four new courses to race, as well as all 
the tracks and drivers that featured in the original. 
However, whether the humorous style of 
UBISoft's frantic racer is as popular as WipeOut 
remains to be seen. 



TOMB 


_ CORE _ 

With Shellshock and Siam! Machineheadf\rm\y 
establishing Core as big fish in the 3D pond, the 
Derby-based company are looking towards the 
arcade/adventure genre for the forthcoming Tomb 
Raiders. Starring a sassy, female variation of 
Indiana Jones, the player has been left stranded in 
a trap-laden tomb. With the crumbling temple 
crammed to the gills with ancient treasures. Tomb 
Raider mixes collection duties with agility and 
reflexes as our heroine rolls past spiked pits in 
order to grab a handful of bounty. Knowing Core's 
release schedule as we do, the currently-proposed 




BULLFROG 


Syndicate scooped countless awards when it 
blitzed on the 16bit computer market three years 
ago and deserved so. It balanced action and strat¬ 
egy perfectly, this delightful gameplay cocktail 
topped off with lashings of gorgeous graphics. 
The follow-up, titled Syndicate Wars, promises 
much the same in that you're given a group of 
cyber-soldiers with which to eliminate the oppos¬ 
ing corporations. However, everything is done on 
a much bigger scale, and rather than a couple of 
robots, you control an entire army! The game area 
Is more versatile too, allowing you to view your 
squads from any angle and even zooming In close 
or pulling back out to get a more general view of 
the battle field. Bullfrog also promise there'll be 
more tactical options too. 



TOPGUN 


_ MiCROP ROSE 

If MicroProse has its finger 
on the pulse then it's 
probably that of a 
corpse, as who else 
would release a 
game on a film 
that's almost ten 
years old? Still, 
drawing on the 
expert knowledge 
gained from leading 
the flight sim genre 
from the very dawn of 
home computing, MicroProse plans to release 
what it hopes will be the definitive aerial shoot 
'em up in the spring. A stripped down and simpli¬ 
fied version of the monster PC simulation. Top Gun 
is essentially an arcade blaster casting the player 
as Tom Cruise's hotshot pilot Maverick. Rumours 
of a sub-game in which you get to bed Kelly 
McGillis are unconfirmed. 
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“Actua SocceHs the most 
playable and realistic footy release 
on the PlayStatioq - and therefore 
the best... makes It’s 32 bit peers 
look amat euris h and 


“Move over Striker ’96, farewell 
FIFA, Actua Soccer is simply the 
best PlayStation footy 
game” i\l^k 

HIGHEST AWARD 

“This is a perfect blend of superb 
graphics and involving gameplay. ’ 
Technically excellent and decidedly 
playable. Actua Soccer 
delivers the lot” i I fC 11 1 


“The greatest PlayStation football 
game to date...” ItkV 




■ Revolutionary football action 

sim ■ Realtime motion captured top^^*^^^ | 

international footballers ■ Full commentaiy"**-- | 
by footballs' favourite ■ Like 

watching football on TV only you control the players 
and the game! ■ 44 teams ■ Editable tactics ■ Cups, 
tournaments and leagues ■ atmosphere ■ Real 




Featuring the unique talents of Barry 
Davies. Total interactive commentary 
from the l/.IC/s no.1 voice of football 

Real motion, captured from 
international footballers and 
used in the game \ 


immersive 


Featuring 


D[IDte[?a]©ftD\!!'© 

MotionTechnology 


PC 

CD-ROM 


PlayStation 


Gremlin 


there’s nothing virtuai about 

I 1995 Gremlin Interactive Limited. Ail rights reserved. Gremlin interactive Limited, Carver House, 2-4 Carver Street, Sheffield SI 4FS, England. Tel: (0114) 275 3423. 

” and “PlayStation” are trademarks of Sony Computer Entertainment Inc. 
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You want frighteningly attractive fight¬ 
ers? You got it. They might not have as 
much instant character as the likes of 
Guile and Chun-Li, but you certainly 
can't say they haven't made the effort! 


hough we like to approach each 
Kt ~ r* jin game we see with an open mind 
■V I 9l here on PlayStation Plus, I must 
nL admit that I wander towards Pise 2 

with a certain trepidation. You see, I 
came from an Amiga mag^ and to say 
that the first Rise of the Robots on that format was 
a pile of old poo^ well... frankly it's being kind. The 
main selling point of Rise of the Robots was, quite 
simply, the fact that it looked sexy; with 
gorgeous rendered robots slinking 
around beating the crap out of each 
other. And then you actually played the ^_Jn| 
thing, and it all went horribly wrong... 

Well forget all that my chums, because 
Rise 2: Resurrection appears to have atoned 
for the crimes previously committed. The original 
seven robots are still with us; each one boasting a 
complete redesign, endowing them with not only 
more sparkly appearances, but also a whole host of 
new moves and the addition of weapons. Each 
robot also displays more agility and an 
improved intelligence - an important 
inclusion as Rise of the Robots suf- 
fered badly from ye olde 'complete 
the game with one move' syndrome. 

Along with the polished old gang, 
there are eleven new base robots (ie available 
from the start) and with ten hidden/boss 
characters — and they're not just restricted to the ' 
usual designs either. Axe-wielding warrior robots, 
huge 'gitbots', and even Samurai models are all 
on show here, each one showing off the 
hundreds of animation frames 
they possess. 

Of course, as any beat 'em up 
fan will tell you, it's all down . Sr 

to handling and responsive 
controls, but for the verdict 
on that you'll have to wait 
until the reviewable 
copy arrives. Until 
then, just enjoy the 
gorgeous graphics! 


CHROMRK 

A saboteur robot tooled with devastating light 
weaponry servo-generators. This droid is a 
methodical destroyer of enemy machinery, 
employing de-animating flash-freezing prior to 
body dispersal. Oo-er. 


CRILLER 

Nothing more than a massive 
robot bully, Griller is prepared 
to bash his way through any¬ 
thing in order to get to the 
drug, Smartex. He then likes 
to smoke these drug cylinders 
like huge metal cigars. Not 
unlike many of my friends. 


DERDLIFT 

The Supervisor's first offspring 
and viewed by her as the ulti- 
^mate infantryman. Originally a 
symbol of law and order. 
Deadlift is designed to main¬ 
tain the ethical cleansing of 
droids, cyborgs and humans (ie 
he kills everything!) 
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PRIME-B 

The strongest of all droids, 
Prime-8 has been size-reduced 
to increase agility. He is also 
now capable of sophisticated 
combat techniques, coupled 
with manic levels of hostility. 



DETRIN 

A Turboguard whose principle design facet was 
to be the enforcer of the Supervisor's will upon 
her future human subjects. Unfortunately, 
thanks to the A-Virus, he now mistakes other 
robots for human beings. Oh dear. 


ROOK 

This design may look familiar, 
being an enhanced version of 
Sentry from the original game. 
He is now able to use his dor¬ 
sal jet pack in and for combat. 


STEPPENWOLF 

An absolutely rock-hard mobile artillery unit 
designed for heavy front line combat. 
SteppenWolf s weaponry includes chest mount¬ 
ed 30mm armour piercing cannons and 35mm 
uranium ammunition guns. Stand well back! 
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WINNER TRKES RLL 


Where Mortal Korn bat hdid Finishing Moves, Rise 2 
has Termination Moves. Get the sequence right 
and you'll pull opponents' limbs off and all that 
kind of business. You also get a nice picture - 
even if you die. How thoughtful. 



DO YOU HRVE THIS IN 
GREEN? 



As you can see, there are 'a few' characters to 
chose from. Once selected, you can alter the 
handicapping level, as well as change the fight¬ 
ers' colours. 


Not only does this 
make things a lot 
easier to follow 
during the fights, 
but it also influ¬ 
ences the 'Vs' 
screen before the 
match. Very nice. 




Tat my flaming breasts!" 


Rise 2 is rock-hard. Indeed. 


Firebreath is but one 


I OF THE 

MORE SPECTACULAR SPECIAL ATTACKS. 


BREAKING THEIR OWN RULES,] 


OF THE BIG BADDIES AREN'T EVEN 
ROBOTS — WELL THEY CERTAINLY 

don't look like them anyway. 
'Insane' is 23, comes from 
Croydon, and enjoys using base¬ 
ball CLUBS. And why not. 


\JUST LIKE OUR OLD CHUM 


Street Fighter 2, Rise 2 awards 

POINTS FOR MULTIPLE HIT COMBOS, 
AS WELL AS FOR SPECIALS - ESPE¬ 
CIALLY GETTING THE FIRST HIT IN FOR 
EACH ROUND. 


NECROBORC 

Thanks to the Anarchy Virus, Necroborg thinks 
he's a human on a mission to terminate all 
robotic life forms. Augmented with synthi- 
clone brain tissue and kevlar/manganese 
armour, he's a bugger. 



CRUSHER 

A purpose built robot debilita 
tor. Crusher is a dismember¬ 
ment expert. The form of the 
Crusher confuses the sensory 
equipment of many combat 
droids who frequently under¬ 
estimate its serious threat. 


LOCKJRW 

A true warfare machine. Lock¬ 
jaw is a military specification 
loader droid with sharp blades 
and portable missile pods. He 
is now completely trigger- 
happy, and has sole access to 
the munitions supply. 


VI-HYPER 

The Queen bitch. A devastat¬ 
ing enhanced Supervisor 
encasement with acid spit and 
head whip. This is the body 
the Supervisor designed for 
herself, her battl^'^juit, her 
royal robe. Her pfyja'mas? 


CYBORG 

A familiar face in the crowd. 
The recycled body of the 
Electrocrop champion, this 
fella has been reprogrammed 
to remove all droid combat 
weaknesses - and this time 
he's armed! 



















































One major chance 


\IS THE INCLU¬ 
SION OF WEAPONS FOR RiSE 2 . HERE 
WE SEE ONE OF THE MAIN BADDIES 
USING HIS POWER SWORD. CRRR. 


Most characters now 


I HAVE PRO¬ 
JECTILE WEAPONS — ACAIN^ LIKE 

Street Fighter 2 — so it's not all 

FISTICUFFS. Oh NO. 


Because of the aforementioned 


_ I distanced projec¬ 
tile attacks^ YOU CAN NOW EMPLOY CHEAP AND NASTY 
TACTICS SUCH AS STANDING MILES AWAY AND BLASTING 
YOUR OPPONENT CONTINUOUSLY. VERY NICE. 


COPY CRTS 


A new feature for Rise 2 that wasn't around for 
Rise of the Robots is the option to fight two iden¬ 
tical characters. Thanks to the colour changing 
ability of each player, however, you can still 
make sure you know who's who. 




VnNDRL 

A modified insectoid with two 
in-built chain saws and one 
buzz saw. Apart from enjoying 
dissecting redundant or rene¬ 
gade robots and humans. 
Vandal enjoys immobilising 
prey with tetrabasic acid spit. 


WRR 

The only pure combat droid, 
the Exterminator has a titani¬ 
um alloy skeletal chassis with 
laminated polymer mouldings, 
Most importantly,lt also car¬ 
ries grenades which enhance 
it's already formidable threat. 


SRLVO 

Salvo is the Special Forces edi¬ 
tion of the War droid. He car¬ 
ries two machetes plus a flame 
and laser thrower, but rarely 
uses them. He is prepared to 
engage in combat with only 
those he considers worthy. 


LORDER 

It looks like the original, but 
do not underestimate this 
electrical vampire. He can 
withstand great physical pun 
ishment, and craves 
energy from all 
who approach. 
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NOW iwrs MRCIC 


You want tons of magic? You've got it! Perhaps some lightening 
might interest sir? Or perhaps a few balls of fire? Here, have a look 
through our catalogue and go to collection point C when you're 
ready. 


BULLFROG 


25th MARCH 




STRATACY 


hough excellent 3D games are now commonplace on 
\ PC, there was a time when any product that managed to 
J scroll smoothly on the machine was regarded with the 
amazement and wonder normally reserved for miracles 
^ ^and good records from Status Quo (or is that the same 
thing?) Anyway... one such game that opened the PC own¬ 
ers^ sad lifeless eyes was Bullfrog's Magic Carpet. Apart from moving 
with a speed and grace that would have elevated even 
a basic flight sim to god-like status, it also boasted a 
juicy dollop of strategy and some excellent action. 

And as if you hadn't already guessed, the good 
news is that Magic Carpels journey to the PlayStation 
is almost complete, and if anything, it looks even bet¬ 
ter than the original did. Apart from the obvious 
advantage of the PlayStation's power (some lesser 
powered PC owners had to suffer the game chugging 
along) this remixed version includes a tweaked con¬ 
trol system to exploit the joypad, as well as a few pre¬ 
sentational changes to improve 'friendliness'. 

The game centres around a number of magicians 
flying about on magic carpets, each intent to make 
the kingdom theirs. They do this by increasing their 
magical powers by collecting mana, an energy source 
given off by all living things. To start with, spells 
available are pretty average — fireballs, a bit of light¬ 
ening, and the ability to raise castles from the ground 
(and bloody impressive that looks too) — but as the 
player passes through the 75 levels more powers are 
added to your rug. 



If you fancy a more subtle 
approach, why not cast an 
army of nasty skeletons just 
outside enemy territory so 
they can go and beat up 
people. If, however, you fancy 
a more unsubtle approach, 
why not then drop a meteor 
storm on their heads! 


One of the most gorgeous graphic effects in 
Magic Carpet is when you use a spell to create 
valleys. It's also a damn good way to sod up your 
opponent. Hurrah! 


With the touch of a button you can call up the 
spells menu. From here you can then select 
two spells as your primary weapons, which 
can then be fired off during play. 





























UST THOUGHT YOU MIGHT WANT TO 


ERT MY msm 


SEE WHAT A DEAD MAGICIAN LOOKS 
LIKE. Nice EH? 


As you progress through the levels, enemy magicians inhabit the 
maps, adding extra challenges as they try to win the area over in 
the same way as yourself. They come armed with a similar selec¬ 
tion of spells as yourself, and are a major problem. 



RN ENGLISHMRN'S HOME... 


DER... PRETTY PICTURES 



MIRROR MIRROR 


_ IN THE MIDDLE 

OF NOWHERE, WHO'S ACTUALLY A 
MAGICAL PORTAL THAT'S BEEN 
USED OUT OF CONTEXT JUST FOR 
THE HELL OF IT?' I THANK YOU. 


Another jolly impressive spell - not to mention a 
bloody devastating one - is the volcano spell. 
Apart from causing a huge growth in the heart of 
enemy territory, it then erupts all over the shop. 


Ahh! Enemy wizard at twelve o'clock. 
Fortunately, t'is no problemo thanks to the lat 
est in lightening technology. That, incidental¬ 
ly, is what the white streak on the left is. 


Some of the scenery in this early version of Magic Carpet looks 
stunning. And what's more, there's still more Gouraud shading to 
go in. Phwoar! 




As you increase in power you'll need a more impressive castle to 
linger in. Thanks to a progressive castle spell, you can extend your 
home base from a pitiful tent affair to a massive fortress — and 
even build on water. As an extra treat, just look at that beautiful 
sky behind the smaller castle. All thanks to the PlayStation's awe¬ 
some pallet. 
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The speed the scenery graphics 


]SHIFT AROUND AUOW 
FOR SOME STOMACH-TURNING nVINC EFFECTS. ENJOY. 


These enormous worms are 
brilliant to watch, but don't 
get too close unless you 
have a nice fat juicy meteor 
spell at the ready. And to 
make things worse, they 
also come in a flying variety. 


Oh my God, it's Bernie 
Clifton's hilarious 
Roadshow! Actually it's just 
some archers riding on the 
backs of wild ostrich. There 
are tons of incidental nut¬ 
ters to be dealt with on 
each level, but at least it 
keeps things moving. 


IT’S MRPPY! 




n NRSTY SPELL 


Before the enemy magicians come on the scene, your main source of trouble is the 

natural denizens of the map. Of course, once the other magicians do arrive, not only 
will you have to deal with them directly, but also with their hideous creations. 


An army of undead war¬ 
riors! Not nice. 
Fortunately, when they 
first appear (they're the 
result of an evil spell you 
see) they're grouped 
together. Should you have 
a powerful spell on you, 
you can blast the lot for 
some major mana levels. 


Ah! Gargoyles 
everywhere! 

Well actually 
that a load of old 
tosh - these are 
just part of the 
scenery, but I 
though they 
looked so good 
I'd just scare you 
with 'em. 


Though only a 
slight irritation, 
should you run 
into a flock of 
these huge birds 
you'll find your 
energy drops at a 
startling speed. 
They are, howev¬ 
er, an essential 
source of mana 
during the early 
stages of each 
level, and should 
not be ignored. 













































LOVE THY NEIGHBOUR 
WRECK HIS CAR. 


seriously 


ilayed before. Forget r^g. fust get 
!^riminal madman” r 


PlayStation 


Isf^ption^Derby only exi^s to satisfyjie entirely natural urge to 
;tFoy lumps^f machinery, create devaiCition and smash the shit 
of h\\o\i ifers” 

~one. gO o ilA 


and “PlayStation” are trademarks of Sony Comptrier Entertainment Inc. Psygnosis^*^ and Destruction Derby^“ are trademarks of Psygnosis Ltd. 
i ^ © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company. 















ver since John 

MF r J Boorman made 

Gv I—I his Excalibur fWm 

in the early 
Eighties, the leg¬ 
end of King Arthur, his 
friends, family and adventures, 
have been constantly re-evalu- 
ated and re-examined. Prior to 
that, most of us were content to 
sit down and concentrate on the 
Mallory romanticised version of 
the story. Other scholars insist¬ 
ed on waving the more mundane 
Uther Pendragon warrior chief¬ 
tain point of view. And some of 
us are old enough to remember 
Arthur of the Britons^ a rather 
exciting swashbuckling version 
of the story made for television 
and starring Oliver Tobias, who 
went on to make cheap British 
steamy sex movies with Joan 
Collins and... well, not a lot else. 

Psygnosis, however, have 
decided that it is time for the 
games world to investigate the 
myths and in Chronicles of the 
Sword, we have an amalgam of 
those various interpretations 
mixed in with carefully 
researched historical detail for 
the period. Oh yeah, and a 
dinosaur as a dragon. 

With some very smart looking 
animations, you are Gwain, on a 
quest which takes your through 
this Arthurian kingdom. On the 
way, you get to fight a dragon in 
its lair, lethal huge snakes, inhu¬ 
man creatures and even skeletal 
warriors. But your main adver¬ 
sary is the evil sorceress herself. 
Morgana - the sort of woman 
who makes Cruella de Ville look 
like the owner of Battersea 
Dogs Home. 


Contrary to popular opinion. Morgana wasn't really all that bad after 
all - in fact she was originally something of a heroine in the initial 
stories. However, during the thirteenth century, witches weren't 
exactly high up on the list of society guests you had round to dinner 
at the castle and so a group of Cistercian monks rewrote the story, 
turning her into an evil sorceress. Interestingly, Merlin is probably 
something of an invention as well, but no one can be really sure. 
What we can be sure of is that the fabled land of Camelot and char¬ 
acters such as Guinevere, Lancelot, along with the love triangle 
between them and Arthur were much later additions 
to the 

But in an attempt to keep the story interesting as 
well as historically accurate, all those familiar charac- 
ters have been included In the game. Which is just as 
well, because it might get a bit boring without them. 

A bit like Corrie without Bet Gilroy, or EastEnders 

_ without Dirty Den and Angie or... 

Qiyf" oh, you get the idea. 


You'll meet lots of interesting characters as you swash your buckle through Camelot. 
These include: 
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MOrSTER MnSH 


ENJOY YOUR TRIP 


Apart from the dragon which looks like a dinosaur 
(it is believed that the discovery of dinosaur 
bones is what created the legends of dragons dur¬ 
ing the fourth century anyway), Gwain gets to 
meet a couple of other interesting monsters. 


Unlike us, Gwain is bereft of the benefits of a 
tourist guide to tell him where to go. Neverthe¬ 
less, he still manages to find his way around, and 
see some nice buildings and picnic spots while 
he's at it. 


THE SNAKE ■ THE WATERFALL 


This lives beside the water it appears, and is very 
long, very large and very deadly. Gwain needs 
more than just sword-fighting skills to bump off 
this overgrown worm. 




. 




f 













THE SKELETAL WARRIORS 


Looking like something out of that excellent old 
Jason and the Argonauts movie, this vicious band of 
fighters are fairly hard to stop. After all, how to 
you kill soldiers who are already dead? 



It looks very 
peaceful here, 
but all that 
water might 
lead you to 
think that the 
giant snakes 
are nearby. Of 
is there a drag¬ 
on hiding in a 
nearby cave? 



CAMELOT 


King Arthur's legendary castle, apparently cre¬ 
ated through the magic of Merlin, is the seat of 
ail power throughout the land. Not only does 
Gwain meet the King himself here, but Morgana 
has a few words to say as well. 



Tintagel was the home of Arthur's original 
fortress, until Merlin created Camelot. Being a 
nice old chap, Arthur bequeathed the old place to 
a religious order of monks to live in. 




SKELETON WARRIORS ARE AMONGST 
THE MOST POWERFUL FOES GWAIN 
WILL ENCOUNTER^ AND JUST HOW 
WILL HE STOP THEM? 



ARTHUR'S COURT^ HAS NOW BEEN 
PASSED INTO THE HANDS OF A 


RELIGIOUS ORDER. HISTORICALLY^ 
THIS BECAME ONE OF ENGLAND'S 
MAIN TRADE PORTS. 



HE'S BOUND TO BUMP INTO A DRAG¬ 
ON^ SKELETON WARRIOR OR SOME 
OTHER LESS-THAN-HOSPITABLE 


THING WHICH WANTS TO KILL HIM. 



LOCAL blacksmith; ALWAYS A GOOD 
CHAP TO KEEP ON THE RIGHT SIDE OF. 
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j oad Rage is a 
f terrible thing^ 

' responsible for 
endless of prangs, 
pile-ups and Police: 
Stop videos. Impact Racing, on 
the other hand, is every drivers' 
dream come true. Instead of 
swearing, honking your horn or 
gritting your teeth and ignoring 
the stupid bast' flashing you 
from behind, here you can plop 
a mine on his head. And if that 
guy in front is only doing forty 
in the fast lane, aim your laser 
and blow him away. Speeding 
over here from Dublin's Funcom 
developers. Impact Racing gives 
you chance after chance to take 
out everyone else on the road 
before your rapidly diminishing 
time runs out and you manage 
to hop over the finish line. And 
start all over again. 

Your opponents are jolly 
chaps. As you are all survivors 
of a nuclear holocaust (aren't 
you always], these guys have 
absolutely no qualms about 
sneaking up on you when you 
least expect it and attacking 
you. So Just as you're concen¬ 
trating on planting a couple of 
rockets on the tail of that blue 
meenie ahead of you, the git in 
the green car dumps a side¬ 
winder on your tail. Now, as 
you may have guessed, your car 
is not exactly defenceless - and 
its arsenal consists of a variety 
of unpleasant ways of clearing 
the streets. All you have to do is 
select exactly what you want to 
use, press the relevant button 
and bang, it's all over for some 
poor unfortunate ahead of you. 

Like most racing games, the 
similarities to, say. Ridge Racer 
are inevitable but this game has 
the bonus of being a shoot 'em 
up as well. Frankly, Impact Racer 
is to Ridge Racer what Aliens is 
to ET - the same basic concept 
but with big bangs, flashes and, 
it seems, no-one gets out alive. 

Oh yes, and there's a nice, if 
pointless, intro sequence. 



ON SCREEN 


The screen tells you everything you need to 
know. In the top-right, you get a little handy 
map showing the position of the cars (and the 
weapons being used) in relation to your vehicle. 
Along the bottom you can see the status of your 
weapons, powers and armour. Then top-left you 
see both the laps and elapsed time. And straight 
ahead are the enemy. Help? 


DRIVE BY 

Each time you finish a race, your vehicle is 
instantly transported to the next level. If youVe 



been Damon Hill rather than Frank Spencer, the 
chances are that you'll come across a bonus track. 



LEVEL TWO 


A fairly straight-forward romp 
around the tarmac and tunnels 
of a futuristic city, but watch 
out for the very sharp corners! 

One of the bonus levels is 
exactly the same but at night. 
Very unhelpful when you're 
chasing the dark cars! Another 
gets very psychedelic and, 
with it's pink striped tunnels, 
will make you think you're tak¬ 
ing part in a naff Pet Shop 
Boys video! 


Oh look, someone spent this 
holiday tobogganing in 
Switzerland. This snowy 
scape comprises cute little 
middle-European architecture 
with tall mountains and, well, 
lots of snow. 

Hovering above you is a 
massive Zeppelin and note, 
the tunnels here are made of 
rock, not concrete. 




Off into outer space in this, 
the most technicolor of levels. 
Stars, galaxies and moons 
hang in the sky and if you can 
keep your eye off the pretty 
stratosphere, watch as you 
seem to zoom towards planets 
- and go splat into the wall. 


Looking as if it had been shot 

BY RIDLEY SCOTT, THE INTRODUC¬ 
TORY SEQUENCE FOR IMPACT 
RACER IS RATHER TASTY. IT FEA¬ 
TURES YOUR SPANKING NEW CAR 
BEING UNVEILED. AU IT REQUIRED 
WAS JEREMY CLARKSON'S DULCET 
TONES, AND THE IMAGE WOULD 
HAVE BEEN COMPLETE. 



































THE CHRUFFEUR 


BOOM BRNC-R-BRNC 


There are six enemy cars in 
total. And each one of them 
spends the game trying to 
burn, blast, bash and generally 
knock you off the track. 


You earn your impressive weapons array simply by 
blasting the hell out of the other cars. As they 
explode,they leave behind various icons for you to 
grab as you drive by. Some of these as power-ups 


such as extra time but many others are 
weapons, such as smart bombs or sidewinders. 
The most common of these include: 


MINES 


These drop out of the rear of 
your car in time to really bug¬ 
ger up the opposition trailing 
you. But be warned, if the 
black car gets in front of you, 
he leaks mines like a tyre with 
a very big hole in it leaks air. 
And when he dives down a 
dark tunnel, you won't even 
know he's there until the little 
green discs plop onto your 
screen. And bang! 



LASERS 


Apparently limitless, you need 
to use these as quickly as pos¬ 
sible on the other road hogs, 
or you won't get anything 
else. As everyone can blow 
you to bits. Or you run out of 
power. And die. Horribly. 
These show up on your screen 
as jagged green or blue flash¬ 
es but it helps if you aim at the 
opposing car and not to his 
left as I did! 



FIREWALL 


Watch carefully your little 
Top Right monitor and 
you'll see the red line of a 
Firewall seconds before 
you plough into it. It does 
exactly what it sounds like 
really, and very few get 
through it unscathed. Only 
use it when you really need 
to - such as when you are 
surrounded by the enemy. 
And watch 'em fry! 





BtCCEST SOD OF THEM AU IS THE 
BLACK PORCHE. WATCH OUT FOR HIS 
MINE CONTROL. 
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crevices of your body, you're constantly challenged 
to prove your masculinity. Fortunately, there are 
many ways for a man to show how hard he really is. 
j Down a pathetic eight pints of Heineken and you're 
—' considered a lightweight. Sink ten Stellas, four double 
vodkas and a Pernod and black before getting off with the 
tasty redhead sitting by the pool table and you're pretty 
tough. But it's not until you guzzle a lethal cocktail of 16 dif¬ 
ferent spirits, shag the entire local hockey team (in one night) 
and then fight off a dozen knife-wielding skinheads with one 
arm tied behind your back that you can definitely call your¬ 
self a real man. 

So, of the blokes reading this, how many can call them¬ 
selves real men? Hmmm, not that many. Okay then, who 
reckons they're pretty tough? Erk! All right, who's any good at 
Street Fightefi. Ah. suddenly the the room is awash with 
hands thrust into the air. It's true. I, for one, don't stand 
chance in a fight against some 18-stone muscle-bound meat- 
head, but give me a joypad and copy of Street Fighter II and 
I'll beat him every time. Admittedly it's not as impressive as 
beating up a gang of thugs, but I dare anyone to not be 
impressed by my awesome triple-fireball super fatality 
combo finish. 

But where did Street Fighter orimnate from, and is it still 
the finest beat 'em up of all ^^t^lagStation Plus investi¬ 
gates Capcom's legendary fighting game. 
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ike most things in life, the heat 'em up started from hum¬ 
ble beginnings. Back in the late Seventies the genre was 
conceived when Karate Champ was unleashed. The coin-op 
classic was, to sag the verg least, basic. No special moves, 
no killer combos, just a couple of punches and kicks. 
Although terribly unsophisticated by today's high stan¬ 
dards, it was nevertheless a ground-breaking fighting 
game that created the sturdg foundation from which the 
\ beat 'em up has grown. 

\ A slight change of stgle was adopted for Irem's Kung-Fu Master, a 
horizontally scrolling beat 'em up which, again, was painfully simplistic 
1^ as a lone warrior fought through waves of enemg fighters before facing 
IN'rescuing a kidnapped girl. Bg the mid-Eighties, beat 'em ups had 


become considerably more sophisticated, with the likes of YieAr Kung- 
Fu intxoiudng elements such as boss fighters and even bonuses stages. 
Capcom were soon to revolutionise the genre though, when the then- 
amazing StreetFighterhegan appearing in arcades across the nation in 
1987. Competition became fierce when countless other brawlers 
appeared including Capcom's verg own Final Fight, a side-scroller in 
which up to three fighters battled across the crime-filled streets to res¬ 
cue the missing girlie. 

However, no one could have predicted the overwhelming response 
when Street Fighter II was first released back in 1991. Since then the 
beat 'em up has never been quite the same, and Street Fighter II, in all 
its many different guises, is still regarded as the benchmark bg which 
all other fighting games are compared. 


The true arcade follow-up to the original Street Fighter took some 
three years to create, but during that time Capcom managed to rev¬ 
olutionise the whole genre. Starting afresh, choosing to keep just 
three of the fighters (Ryu, Ken and Sagat), Capcom introduced nine 
new World Warriors and a dozen new locations. Players had a choice 
of eight characters, from the Soviet might of Zangief to the freakish 
shocker Blanka. Additionally each fighter could execute a selection of 
special moves, including dazzling fireballs, powerful Dragon Punches 
and even devastating flying headbutts! New bonus stages also fea¬ 
tured in the game, fighters challenged to kick through barrels or 
demolish cars against the clock to win extra points. 

The thing that made Street Fighter II different from majority of 
other fighting games was its perfectly honed learning curve. A 
novice player could pick up a pad and easily string together punch 
and kick combos that would get them as far as the four boss charac¬ 
ters, but its only after a little practice that special moves are learned 
and eventually used effectively. Even after perfecting fireball throw¬ 
ing and Spinning Bird kicks, players had to master the killer combo 
attacks needed to defeat M. Bison. 


The Street Fighter saga began almost a decade ago, when Capcom 
first released the Street Fighter arcade game back in August 1987. 
Although structured around the classic beat em up one-on-one style. 
Street Fighter still offered a hint of originality. Players could only 
choose from two fighters, either Ryu or Ken, fighting each other or 
progressing through the ten computer-controlled fighters before fac¬ 
ing a young Sagat. (Incidentally, the scar that stretches across 
Sagat s chest is from the Dragon Punch Ryu pulls off at the end of the 
first game.) Street Fighter d\so included a handful of sub-games such 
as smashing through bricks to earn 
bonus points. Eventually the original 
was converted on to home computer for¬ 
mats. appearing on the Commodore 64 
and Sinclair Spectrum courtesy of US 
Gold. However, it wasn't until October 
1989, when Fighting Street for the 
TurboGrafx-CD (Japanese game console) 
was released, that a near-perfect con¬ 
version of the classic was finally avail¬ 
able for the armchair warrior. 


Due to its popularity in the arcades. Street Fighter II reached almost 
every home computer format, although not always as successfully as 
its coin-op parent. US Gold's computer conversion was atrocious but 
the Super Nintendo version, which appeared in July 1992, grabbed 
the gaming nation by the balls and Dragon Punched it into silicon 
heaven. And still, the best was yet to come. , 
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Rather than spend another three years creating a completely new 
beat 'em up, Capcom decided to work improve and update the 
existing Street Fighter II and the Champion Edition was the 
result of just over a year's hard work. Essentially there's very lit¬ 
tle difference between the two. but the Champion game enables 
players to fight with the four boss characters and also allows 
character verses same character fights, a feature not included in 
the original Street Fighter 11 arcade game. 

The Champion Edition appeared on just one home computer 
format an arcade perfect conversion that was released in Japan 
only, for the PC Engine. ii 


^ECHj^CTERS I 


In November 1992 yet another instalment in the Street Fighter v 

II saga was conceived, the all-new Turbo Hyper Fighting m 

Street Fighter II which offered more than just the chance to mi I 

play as Vega or Balrog. As its title suggests. Street _ / \J 

Fighter II Turbo was considerably faster ^ 

which made the game much more chal- 

lenging, but also gave the characters M 

greater fluidity. Again, players could compete / 

as any of the 12 fighters, but additionally I 

many of them were blessed with a load of new \ 

moves. For example, Chun Li had the ability to ^ 

throw fireballs and Ryu could Hurricane kick in mid- 

air as well as along the ground. 

Super Nintendo and Sega Megadrive versions of Street Fighter 
vji A II Turbo appeared during the summer of 
1993, both being near-perfect conver- 
s'ons of the arcade 


smash. 

Interestingly the Megadrive ^ 
game boasted features not 
Sg^^fe ^ia^J^w^even included in the coin-op, like 
^^-^the Group Battle tournament mode. Two play- 
^^/ers select a team of fighters and then battle it 
/rout until there's only one left standing, the results 
^of each bout are then added together and each fighter 
ranked on their performance. A novel option, and one you 
won't find on any other version of Street Fighter II. 


iv>is obviously much 

FASTERTHANTHEPRE^US INCARNATIONS OF > 
THE CAME AND AL^aiNCI,UDED NEW MOVES^ Y 
^^0^AS CHUN tfSFIREdkLL. flk 


As NEW VERSIONS OF STREET FIGHTER 


Street Fighter Turbo 
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Oh dear. Street Fighter. The Movie is undeniably the weak link in 
the Street Fighter saga, tarnishing an otherwise perfect track 
record. The movie itself is appalling, and is one of the most diabol¬ 
ical celluloid atrocities ever made - compared to Street Fighter. The 
Movie. Super Mario Brothers deserved an Oscar (well, maybe not). 
It wasn't just the flimsy script that was dire, the (ahem) acting was 
equally poor. Okay, Kylie looked cute as the divine Cammy but she 
delivered what few lines she had with all the passion and skill of a 
first year drama student. But it was the god-awful Blanka costume 
that really took the biscuit. Surely Blanka should be a muscular 
green beast with a fiery red mane, who can summon great surges 
of electricity with which to stun his opponent. Nope. In the film 
Blanka was little more than a half-baked actor, wearing green face 
paint and a scraggy brown wig, using a couple of worn-out Durcells 
for his special move. 

And then, for all our sins, we're made to suffer this abomination 
on the hallowed PlayStation. God knows why Acclaim chose to con¬ 
vert such a weak license, but unsurprisingly the game is just as 
mediocre as the movie. Rather than the Manga characters usually 
associated with Street Fighter, the fighters in Street Fighter The 


Movie have been 
digitised Mortal 
Ao/nfra^style. The 
result is grim, with 
jerky animation 
and grainy charac¬ 
ters being just a 
couple of reasons 
to condemn this 
turkey to game 
hell forever. 


'kla!/!/ Clrszl 


By the end of 1993, Street Fighter II was becoming stale. Most 
fighters had mastered everything the game had to offer, and 
were looking for a their hits elsewhere. Capcom needed to 
inject new life into their baby, and so prepared to 
unleash Super Street Fighter II. This was perhaps the 
most ambitious update of them all, as four brand 
new characters were introduced. Hong Kong's Fei 
Long challenged for the Street Fighter crown with 
his awesome Rising Sun kick, the native American 
T. Hawk stunned enemies with the Thunderstrike 
and Dee Jay Maximum, a groovy hipster from Jamaica, 
could pull off the lighting fast Hyper Fist attack. Perhaps the 
most alluring new challenger was Cammy, a curvaceous 
secret agent capable of crushing grown men between her 
vice-like thighs. Mmm... 

Each fighter was also given a face lift, and the background 
graphics cleaned up and revamped. Existing character were 
again capable of performing new moves, Ryu having 
learned to throw the more powerful red fireball and Ken 
now able to pull off the excellent Flaming Dragon Punch. 

While spot-on conversions of Super Street Fighter II 
appeared on the Megadrive, Super Nintendo and even 
the PC, the arcade coin-op offered the novel tourna¬ 
ment feature. Four arcade machines could be linked 
together, and up to eight players could fight simulta¬ 
neously to determine the ultimate Street Fighter. Now 
could you handle that? 


After the abysmal Street Fighter live action 
film, the animated movie is an absolute 
delight. The plot is simple but interesting, 
following Bison's bid to over-throw the earth 
accompanied by his ever-growing Shadaloo 
army. Cyborg agents scour the globe in 
search of powerful warriors, and predictably 
each Street Fighter is called upon in turn. 
After countless hare-fist fights and gallons 
of spilt blood, the grand finale stars good 
guys Ryu and Ken against Bison in an excit¬ 
ing, action-packed fight to the bitter end. 
Stunning Manga animation and superbly 
directed fights feature throughout 
(along with Chun Li's pendulous 
breasts) and apart from the drawn 
out flashback scenes. Street Fighter 
II: The Animated Movie is a prime 
example of quality Japanese Anime. 
Unfortunately the game doesn't quite 
match the same high standards, and is 
reviewed on page 48. 


There is tons of Street Fighter gear available, from lunch 
boxes emblazoned with Cammy's pert backside to the more 
collectible Anime-style figures imported from Japan. T-shirts 
with portraits of your favourite fighter are readily available, 
as are pin badges, flasks, pencil cases... you can buy almost 
anything plastered with the Street Fighter logo, and there is 
also the entire range of action figures in which Guile is 
equipped with a machine gun and Bison carries a rocket 
pack!? Admittedly, most of the merchandising is tacky, but I've 
never seen anything quite so bad as the bright red head and 
wrist bands - just who buys this stuff? 
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efore I start this 
review, I have three 
' apologies. Firstly, I 
' apologise to any 
Street Fighter newcom¬ 
ers, as much of what I write will 
assume a certain level of familiarity. 
Secondly, I apologise to any hard¬ 
ened Street Fighter 2 players read¬ 
ing this, as other stuff will appear 
condescending. Thirdly, thanks to 
Virgin - who have apparently made 
the New Year's resolution to answer 
their phones only once a week - Tm 
sorry to report that many of the 
screen shots here are taken from 
the Japanese version which, apart 
from being called Zero rather than 
Alpha, contains bits of Japanese 
text (strangely). Fortunately, apart 
from theses factors, the UK game 
will be identical. 

Okay, the beginners bit first. 
Street Fighter is the game that 
launched a thousand clones. 
Whenever we refer to a side-viewed 
beat 'em up, there's very little 
chance of us not comparing it to 
Street Fighter at some point, simply 
because it's responsible for invent¬ 
ing so many of the elements neces¬ 
sary to the genre. Special moves, 
strength bars, combinations, multi¬ 
ple hits - yes, all thanks to Street 
Fighter I'm afraid. It also popu¬ 
larised the idea of having as many 
characters available as possible, 
each with a different fighting style 
and each with a unique set of fe¬ 
cial moves. 

As for the regular Street Fighter- 
ers, you can expect old faces, new 
faces, new moves, new SUPER- 
moves. Alpha-counters, reversal 
attacks, technical bonuses, and... 
well, tons of new stuff really. 

Oh yeah, you might also want to 
get yourself a decent joypad for this 
one (I would suggest the Sony 
asciiPad myself). 


MB 




This Super moves 


_ I BUSINESS IS VERY SIMPLE IN THEO¬ 
RY, BUT DOES TAKE A BIT OF PRACTICE TO PERFECT. 

Basically, every time you perform a move of any 

SORT, AN ENERGY BAR AT THE BASE OF THE SCREEN FILLS 
UP SLIGHTLY. ONCE IT GETS UP TO LEVEL ONE YOU'RE IN 
BUSINESS, AND CAN PULL OFF A LEVEL ONE SUPER 

Move. Should you leave things until the bar 
REACHES Level Two, you can then use the same 

MOVE, BUT THIS TIME WITH TWO BUTTONS FOR MORE 
POWER (IE A DOUBLE FIREBALL MOTION, BUT WITH LOW 
AND MEDIUM PUNCH). FAIRLY OBVIOUSLY, SHOULD YOU 
GET ALL THE WAY TO LEVEL THREE, PRESS THREE BUT¬ 
TONS FOR THE MOST POWERFUL MOVE AVAILABLE TO 
YOUR CHARACTER. THIS IS THE WAY TO FINISH IN STYLE! 































CHARACTER. THE QUESTION 
MARKS ACCESS A RANDOMISER 
THAT CYCLES THROUGH ALL 
THE CHARACTERS AT HIGH 
SPEED, ADDING, WELL... A 
CERTAIN RANDOMNESS TO THE 


PROCEEDINGS. THERE ARE ALSO A FEW HIDDEN CHARAC^ 
TERS IN THERE TO DISCOVER. HMM. COOD LUCK. 
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Apart from having 
longer hair, Ken 
remains refreshingly unchanged 
bar a few extra little moves. 
Performing a Hurricane Kick with 
punch now rolls Ken along the 
floor (which is very handy 
indeed) while his two Super 
moves are a static and a moving 
Super Dragon Punch. 


COME RND 
HRVE R CO... 


Sad news for aged Street 
Fighter fans Tm afraid, as many 
of our old chums have left for 
distant lands. The likes of Guile 
Dhalsim, Zangief, and Blanka 
are, sadly, no more. There are, 
however, a number of new an 
interesting characters to muck 
around with, along with a cou- 
faces... 



INTERACTIVE MOVIE 


MB 





RYU 


Another Street 
F/g/7ter oldie who, 
like Ken, remains much the same, 
which helps people familiarise 
themselves with the game. Ryu's 
Super moves are a massive Hurri¬ 
cane Kick (that sucks the oppo¬ 
nent in and traps him for multi¬ 
ple hits) and an enormous Fire 
Ball. Nasty when it connects. 





NASH 


Those of you disap¬ 
pointed that Guile 
has gone - rest easy. Guile's 
mate, Charlie Nash, is here, and 
he's very similar indeed. Though 
many of the moves look differ¬ 
ent the effects are much the 
same. He also boasts a Super 
Sonic Boom and a Super punch 
and kick combination. 


O nsidering Street 
Fighter \s widely 
regarded as the 
finest beat 'em 
up ever, Cap- 
am's legend has 
not fared particularly 
well on the PlayStation. 
Acclaim's conversion of the 
Street Fighter live action film was 
dire, and Capcom's latest Instal¬ 
ment of the saga is not a great 
Improvement. Based on the fea¬ 
ture length Manga cartoon, the 
conversion isn't just a straight¬ 
forward beat 'em up starring Ryu 
and the lads, it is In fact an inter¬ 
active movie. 

Crammed onto two discs, the 
game is packed with digitised 
footage that consumes the first 


hour of the game. As one of 
Bison's cyborg minions you must 
carefully watch each scene of the 
movie, analysing each of the 
fights in turn. By moving the on¬ 
screen cursor to highlight each 
punch, kick and special move you 
can gradually learn the attacks of 
your opponents. After success¬ 
fully 'nicking' a move, your 
cyborg's statistics are adjusted 









































































































CHUN-Lll^ SODOM 


Apart from her 
looks, Chun-Li"s 
moves have undergone an over¬ 
haul. The famous Spinning-Bird 
Kick has been replaced by a 
Thrust Kick, while her Fireball 
now charges like a Sonic Boom. 
She boasts a new heel slam, 
along with a Super rapid combo 
and a Super defence blast. 


Sodom was original¬ 
ly a sword-wielding 
end of level baddie from Final 
Fight, but he appears here with 
his new weapon - thesai. He 
has an excellent reach with sai 
and kicks, as well as some devas¬ 
tating pile drivers. Super moves 
include a throw where you get 
friction-burnt along the floor! 



reflect projectiles. This makes 
her very affective against boring 
players. She is also able to flick 
you with her wet towel and 
throw small fireballs. One of her 
Super moves briefly charges her 
up and so every hit she delivers 
inflicts triple damage. 



Fighter 7, Adon is an extremely 
agile kick boxer. Though he has 
no projectile attacks, he is able 
to jump-kick in from distance as 
well as pull off some devastating 
combinations. And as if this was 
not enough, all of his Supers are 
Super combinations too. Wow. 




accordingly, so your punches will 
become stronger if you highlight 
Ryu while he's Dragon Punching. 

While watching the movie is 
entertaining for the first time, 
watching the same clip over and 
over again is incredibly boring. 
Hell, even the best celluloid epic 
doesn't stand up to repeated 
viewing, time after time, so 
watching Street Fighter continu¬ 
ously is like taking in all 695 
episodes of Doctor Who in one 
sitting, but with far better acting 
and sets! Even worse, you can't 
skip past the movie sequences 
and as a result you won't reach 
the first fight until your half way 
through the second disc - almost 
an hour later! 

The fight sequences them¬ 



selves are okay, and are pretty 
much identical to every other 
version of Street Fighter II. 

However, they're incredibly 
slow and unless you manage to 
learn just about every single 
move you stand very 
little chance of pro¬ 
gressing past the 
first fighter. 


Although different and slight 
better in some respects to 
Acclaim's Street Fighter: the 
Movie, this is a far cry from the 
classic beat 'em up Capcom are 
renowned for. In all honesty 



both games are pale In com¬ 
parison to the superlative 
Street Fighter Alpha, but I sup¬ 
pose one out of three is better 
than nothing. 

(AS) 


nifcnai i 


H9 


REVIEW 




































































































































REVIEW^ 



l! BIRDIE 


The other left-over 
from the original. 
Birdie is just a bully with a chain. 
Employing a fighting technique 
known as 'head-butting" Birdie is 
able to charge up and run across 
the entire screen to deliver his 
forehead. As well as a Super 
head butt, he also grabs you 
with his chain and smashes you 
all over the place. Git. 


SAGAT 


Considerably fatter, 
but, in terms of 
moves, true to his original form, 
with high and low fireballs (or 
Tigerballs if you prefer) and 
multi-hitting uppercuts. He also 
has three Supers; one delivering 
a huge Ryu-like fireball, and two 
Super combos — one ending in 
kicks and one ending in a mas¬ 
sive uppercut. 



EbuyJ t bison 





One of the good 
guys from Final Fight, 
Guy is an athletic Ninja-type who 
relies on his speed and gymnas¬ 
tic skills more than anything 
else. He is able to run in with 
two types of a two-part speed 
kick, as well as somersault in 
from distance for throws. He has 
a Super multi-hit combo, and a 
Super aerial attack. 



Yes, I know it says 
Vega, but it's that 
bloody Japanese version again! 
Bison is as fat as you like (he's 
huge compared to the old 
game's sprite), and a complete 
sod to go up against. As well as 
using enhanced version of his old 
moves. Bison now has a Psycho 
Ball thingie that acts as a 
beefed-up fire ball. 





If you've seen the Manga animated Street Fighter II: Interactive Movie, 
you'll no doubt remember the excellent fight scene at the end where 
Ryu and Ken take on Bison in a boy-on-boy action kind of way. If you 
can complete the game on the level six or above without continuing, 
you and a friend can take advantage of the 'Dramatic Battle' option 
that appears, beating up old fat red trousers together. Excellent fun! 


HRTE TRIRNCLE 
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At last! 

Until now, . 
any die-hard 
Street Fighter fan has had to 
put up with Acclaim's dire 
Street Fighter Movie game 
for light relief. The bad 
news is that this is quite dif¬ 
ferent from the old versions. 

I don't actually think this is 
a problem, but some of my 
mates missed the old graph¬ 
ics, characters, and controls, 
so I've mentioned it. Other 
than that. I'm impressed. 
Though I'm biased due to 
my love for the game, the 
speed, graphics, sound, and 
sheer playability of this new 
version just make it for me. 
The game really challenges 
you to learn the characters 
and master the controls, and 
indiscriminate bashing of 
buttons (a la Toshinden) will 
not earn any prizes. The 
inclusion of Super moves 
allows the player to develop 
beyond the norm, where 
even boring opponents can 
be disposed of by blasting 
through their defences. The 
Alpha counter is another 
excellent inclusion, and 
cheesy players used to trap¬ 
ping prey in corners are in 
for a real shock! Ultimately 
the game succeeds thanks to 
its spot on formula, and 
knowing when it pays to 
keep things simple. 


BOOMSHRLnKn! 


IS THIS n 


Indeed it is. For should you win a 
round by use of nasty, nay 
cheesy methods, your usual fight 
counter - a simple 'V' symbol - 
is replaced by a wedge of Swiss 
cheesy comestible. Use a incred¬ 
ibly fromage-like super-finish 
and you'll get a cheese with an 
'S' and a little star (and very 
attractive it is too). Other sym¬ 
bols include a lasso for a throw 
finish, an 'S' for a special move 
finish, an 'S*' for a SUPER finish, 
and a 'P' for a perfect (but don't 
expect too many of those!) 


This has to be the ultimate reward in fighting 
games today! Should you manage to finish the 
round by taking your opponent out with a Super 
move, the _ 


entire screen 
explodes in a 
flash of light. 
This adds the 
extra incentive 
to learn those 
Supers, as it 
adds to the 
humiliation for 
your opponent. 


t STEVE J 


I was get¬ 
ting a bit 
bored of the 
seemingly endless Street 
Fighter saga, and Acclaim's 
game based on the equally 
dreadful movie was about as 
much as I could take. 
However, along has come 
Street Fighter Alpha with all- 
new characters, combos and 
fight possibilities and 
breathed new life into a 
stale series. Street Fighter 
Alpha's major plus point is 
its speed. The action hurtles 
I along at an incredible rate, 

I and it doesn't take long to 
string together stunning 
combinations of kicks and 
punches. When this basic 
step has been taken, the 
special moves come into 
play and Street Fighter Alpha 
has them in abundance. In 
addition to the expected 
fireballs and fancy kicks and 
punches, the all new 'Super' 
moves also come into play — 
although you'll initially get 
your head stoved in as you 
try to pull them off in the 
heat of a bout! This is the 
beauty of Street Fighter 
Alpha, and the reason for its 
longevity. Virgin's money 
was well-spent on this. Cool. 


RIGHT BRCK RT YR! 


An interesting new feature 
added to the Street Fighter fight¬ 
ing formula is the Alpha Counter 
(or Zero Counter here). It's not 
the easiest of moves to pull off, 
but basically, when you block, by 
performing a quarter circle from 
block to down, when you see the 
spark, you not only block the 
attack, but immediately counter 
with an attack. This is charac¬ 
terised by a sort of blue 'twirl¬ 
ing' effect. Oh yes, and by the 
fact that the words 'Alpha Coun¬ 
ter' appear on the screen. D'oh! 
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CRME SPEC 


CAME DIFFICULTY: VARIABLE 
CONTINUES: N/A 
SKILL LEVELS: N/A 
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0 1 ere the battle for 
I soccer game 
' supremacy on the 
PlayStation com¬ 
pared to the World 
Cup^ the initial round between 
CoalStorm and Striker '96 was, in 
effect, the opening match 
between, say, Denmark and 
Poland. Both sides are capable 
of enjoyable moments and strik¬ 
ers that follow a predictable pat¬ 
tern, but neither are likely to 
hold your attention for long. 
Continuing this comparison, the 
likes of Hyper Formation and 
Prime Coat Ex are China and 
South Korea (ie how did they 
ever get through?). Which brings 
us to FIFA '96. Probably the most 
successful football game of all- 
time on its multiple formats, and 
currently wowing PlayStation 
owners worldwide with its blend 
of passing, viewpoints, and slow 
but methodical gameplay. If FIFA 
'96 on the PlayStation was an 
international side, it would be 
Germany: it promises moments 
of glory, passes the ball like no 
other, but never seems to step 
up a gear for a much-needed 
burst of speed. 

But out of all these games, 
which is the Sony machine's 
equivalent of the mighty Brazil¬ 
ian team of the Seventies? 

Which game can pass, offer fan¬ 
tastic one-touch opportunities, 
and shrug a player off the ball 
without the ref calling a foul? 
Which game has the speed nec¬ 
essary to outrun the strongest 
German XI, and set-pieces which 
turn free kicks into goals John 
Motson doesn't have enough 
superlatives to describe. If 
Gremlin are to believed, Actua 
Soccer \s this Brazil. Promising 
precision passing, motion-cap¬ 
ture you can actually see in 
action, and an infinite number of 
shot styles, it comes hot on the 
heels of the successful PC ver¬ 
sion. In effect. Gremlin's game is 
the last chance in the foresee¬ 
able future for the PlayStation to 
prove itself on the football field, 
with only SIE's Adidas Power 
Soccer readying itself for an 
imminent release. After that, it's 
all sheepskin coats, bungs, and 
dabbling with the transfer mar¬ 
ket as Onside and Player Manager 
loom on the sidelines. 







■m 


INTO THE VOLLEY 


Actua Soccer is a veritable Vinny 
Jones of a game that delights in 
its simplicity. Gremlin's program¬ 
mers have strived to keep things 
as simple as possible and, learning 
from FIFA's earlier incarnations, 
the majority of volleys, one-touch 
lobs, and turning shots are effect¬ 
ed using the basic kick button 
(square) with timing the most 
important factor in the resulting 
tonk. For example, if the player 
switches control to a player 
directly beneath a high ball, a 
well-timed press of the button 
(with the Dpad centred) before 
the ball bounces should (should 
being the operative word) drive 
the ball into the corner of the net 
with enough power to leave the 
goalie standing. However, if the 
ball is struck too early the chances 
are that it will enter orbit, while a 
shot when the ball has bounced 
loses a lot of its power. 


VITAL 5TRTISTIC5 


Actua Soccer boasts a full comple¬ 
ment of international sides, with 
the player also given the option of 
selecting their eleven from the full 
squad of twenty-two on offer. 
With teams ranging from Brazil 
down to Morocco and Korea, their 
style of play also varies greatly 
with members of the squad 
marked for specific qualities. For 
example, on perusing the England 
squad, Alan Shearer is marked 
with a target icon which indicates 
he is a crack shot, while several 
members of the Argentinian side 
have lightning flashes beside their 
names to represent an impressive 
turn of speed. We were disap¬ 
pointed that Maradonna did not 
have two white lines by his, 
though - but enough of that. 
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When runmnc down a wing, the 

MARKER BENEATH THE PLAYER SPRITE 
CHANCES TO A SQUARE^ INDICATING A 
CROSS IS PREPARED. 


The ADVANTAGE OF A LONG VIEW IS 
THAT PASSES CAN BE PLANNED, 
WHEREAS CLOSE-VIEWED PLAY 
MAKES TACTICAL USAGE HARDER. 
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To be filed under "Nice Touches", Actua's main option screen features 
a brief filmed sequence regarding the filming and general putting 
together of Actua Soccer. Starting with the programming teams" main 
objectives, the film follows Chris Woods and Andy Sinton as they are 
linked up for the motion capture scenes, and speaks to the program¬ 
mers, in-game musician, and has a few words with Barry Davies who is 
sitting in a wall lined with cardboard egg boxes! It"s an enjoyable lit¬ 
tle extra, but I guarantee you"ll wish the sound guy would belt up as 
he does tend to go on a bit. Still, everyone"s entitled to their fifteen 
minutes, we guess... 




Musician? 


Mouthy, more like... 


YOU'VE BEEN 


FRRMED 


We"ve had "Ball-Cams", 
"Shoulder-Cams", "Stand-Cams" 
and "Floating-Cams" — and it is 
now de rigour that a football 
game features a number of 
viewpoints. Actua Soccer fol¬ 
lows this precedent with a 
number of views selectable 
using the L2 button to cycle 
through "Referee", "Wire" and 
"Overhead" overviews. In addi¬ 
tion to these preset cameras, 
however, pausing the game and 
using the triangle and circle 
buttons in conjunction with L2 
and R2 allow the user to posi¬ 
tion the cameras wherever they 
wish - useful since a number of 
the views tend to cut off areas 
of the play area, including the 
goal, for example. 


Fans of Amiga Sensible Soccer^ 


RCTUn REPLRY 


With ail the motion-capture on offer, first time shots slamming into 
the back of the net, and goalies diving at oncoming strikers" feet, 
you"ll want to relive those greatest Actua moments over and over 
again. Actua's obligatory action replay mode is activated by pressing 
the Select button to summon a sub-menu of in-game options. With 
menus offering a struggling player the chance to change tactics or 
formations, nestling in the middle is the "Replay" mode. Opening the 
replay bar reveals a VCR-style con¬ 
trol panel with five speeds of 
replay and options to fast forward, 
rewind or view the action step-by- 
step (well, kick-by-kick). One 
advantage >4ctt/a"s replay mode has 
over FIFA "95"s, though, is that the 
replay can be viewed from any of 
the preset angles allowing for 
those volleys to be viewed in 
extreme close-up. 


OOH, BHRRY DRVIE5... 


FIFA '96 had it, but it was barely 
noticeable, and S\E's Adidas 
Power Soccer reckons it"s all the 
better for it. It is, of course, 
motion-capture. Contrary to our 
erroneous statement in Issue 3, 
Andy Sinton and Chris Woods 
were captured in action by 
Gremlin's coders for inclusion in 
Actua (not FIFA '96). As the pair 
went through the motions of 
kicking, saving (it must have 
taken a few takes for Woods to 
get that right...), and passing 
they were linked to PCs ready to 
incorporate their movements on 
to wire frame skeletons. Where¬ 


as FIFA used similar techniques, 
the majority of the work was 
wasted as FIFA favoured a more 
distant view and the smaller 
touches were thus rendered vir¬ 
tually invisible. Actua, however, 
looks better for the enhance¬ 
ments. When a player passes the 
ball forward, they pause as if to 
plan the shot, using a side-foot¬ 
ed kick to hoof the ball. Simi¬ 
larly, for the first time in a footy 
game, Actua allows the player to 
run someone off the ball with a 
shoulder barge - the players 
even hold their arms out to add 
balance when aiming a shot. 


WILL BE AT HOME WITH THIS VIEW. 


Handling the commentary 
duties is BBC veteran, 

Barry Davies. Working 
from a script prepared by 
Gremlin's most ardent 
footy fans, Barry is on 
hand to offer witticisms 
along the lines of "well, he had 
the corner flag worried with 
that wide shot" and "to be fair, 
he doesn't often miss those." 
Thankfully, Gremlin have 
hit a happy medium with 
the in-game commentary 
and although several 
phrases crop up rather 
too often 


(Bazza's comment on 
teams using long and 
short passes, for exam¬ 
ple), the quality and 
effectiveness of the 
speech is far more effec¬ 
tive than John Motson's in 
the EA game, and adds a great 
deal to a genre where sound is 
usually a badly-sampled after¬ 
thought. The only worry is, 
however, with Motty and 
Bazza now tied up, does 
this mean Tony Gubba 
gets to dub a 
PlayStation kick around 
next? Heaven forbid... 




A SLIDING TACKLE 


GLORY. 


IN ALL ITS 


THE MRKINC OF.. 


SIDE-FOOTED 































































Trub to ufb, thb Arcbntinians 

DIVB AT BVBRY OPPORTUNITY, 




ChBSTINC thb BALL FOR A 
TURNING SHOT. 


Thb Actua coalibs arb intbllicbnt 

AND CUT DOWN SHOT ANCLB5 WBLL. 


An Actua Soccer coal kick - 
Chris Woods stylb. 


A PRIMB BXAMPLB of ACTUA 'S ONB- 
TOUCH SHOTS - A PBRFBCT VOLLBY. 


COMMENT ■ 


I m here 

VlUxULB^as the voice 
reason. 

Firstly, Actua Soccer is, with¬ 
out a doubt, the footy game 
you've been waiting for on 
the PlayStation. However, 
while it beats the crap out 
of FIFA as far as I'm con¬ 
cerned, there are still a num¬ 
ber of problems with Actua 
Soccer that, while not exact¬ 
ly ruining the game, do need 
to be mentioned. One of 
these is the goalkeeper 
intelligence. For some rea¬ 
son the keepers like patting 
the ball back at the attack¬ 
ing players rather than push¬ 
ing it over the bar or (god 
forbid) holding onto the 
ball. They also seem to enjoy 
running after attackers like 
Benny Hill rather than stand¬ 
ing their ground. Hmm. Add 
to this the often ludicrous 
camera changes and the 
incidents where your players 
turn around and kick the ball 
the wrong way, and things 
suddenly don't look so per¬ 
fect. Still, moans aside. I'm 
still impressed, and would 
recommend this instantly. 


n MRRKED MRN 


Switching control between team 
mates is a matter of pressing the 
circle button, and the player 
under your control is marked by a 
yellow triangle at their feet. As 
the ball is passed around, the tri¬ 
angle switches between the 
players and as an assault on the 
goal mouth begins, the triangle 
begins to flash when the player 
enters shooting range. If, howev¬ 
er, a winger is in possession of 


the ball and the triangle 
becomes a square, it is an indica¬ 
tion that a cross into the box is 
prepared. By far the most 
impressive use of the marker, 
however, is when it is star¬ 
shaped. This indicates that a 
first-hit opportunity awaits. 
Therefore, if the button is 
pressed at the optimum moment 
a diving header, bicycle kick or 
superb volley follows. 



The SHOT MARKERS 



COMMENT 


STEVE )] 


With FIFA 
'96 leaving 
us wishing it 
was a bit faster at times, it 
falls to Actua Soccer to save 
us from an eternity of footy 
mediocrity. First the good 
news: Actua Soccer is indeed 
the best football game for 
the PlayStation to date. It's 
fast, the passing and shoot¬ 
ing is realistic and instinc¬ 
tive, and the 'one-touch' 
shots and moves make for a 
game requiring more skill 
than its rivals and allowing 
for goals that rarely follow a 
set pattern. The addition of 
the 'one hit' technique also 
extends the game's lasting 
appeal as timing is needed 
to effect volleys and the 
like. The CPU intelligence is 
high, making for a tough 
game, and all the faults of 
past games — dumb goalies 
and 'tonk and hope' game- 
play — have been avoided. 
Now the bad news. Actua is 
very user-friendly, and this 
extends to an infinite supply 
of camera views. However, 
the game has an annoying 
habit of changing the view 
when the action nears the 
goal, and this leads to 
missed opportunities. Apart 
from this, though, Actua 
Soccer is the soccer game 
your PlayStation has been 
waiting for. 
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ard to believe I 
I know^ but once 
' upon a time, 
computer games 
were the tiniest 
gleam in somebody's eye. 
Microchips were considered a 
novel form of French Fries, and 
32bit was the phrase written 
on the side of a jigsaw box. 

Apart from dinosaurs, some¬ 
thing else that existed during 
this dark prehistorical era were 
two main forms of arcade 
entertainment. The One- 
Armed Bandit (or Fruit 
Machine) and the Pinball. The 
One-Armed Bandit involved 
shoving copious amounts of 
cash into a slot and yanking a 
huge lever downwards. If you 
matched three cherries, you 
won fifty pence. Pinball 
machines were far better 
because although you didn't 
have the opportunity to win 
your money back, if you were 
clever you could stay on them 
for ages and naff off all the 
other blokes in the arcade who 
wanted to have a go. You 
flipped, tilted, yelled and 
cursed as those little silver 
balls whizzed around, lighting 
up mushrooms and zooming 
about like flies round an open 
jam pot. 

Needless to say, it didn't 
take that long for these tradi¬ 
tional forms of arcade amuse¬ 
ments to make the transition 
to the video games world. And 
that brings us to True Pinball, 
developed by Scandinavia's 
Digital Illusions. Claiming to 
have created the "closest and 
most accurate simulation of 
pinball ever created" is a bit of 
a tall order, but it certainly 
seems that they've tried. 
Coming in three formats - the 
flat-on 2D, groovy 3D and a 
high-resolution but slightly 
less glitzy 3D - True Pinball 
offers the player four different 
environments with bonuses 
leading to jackpots assimilated 
via basic thematic story ideas. 
Whether this really is the ulti¬ 
mate adaptation of pinball, or 
whether there is something 
better to come, we'll wait and 
see. But it certainly looks as if, 
for now, this is the best we're 
going to get. 





BABEWATCH 


Pamela Anderson, 
eat yer heart out. 
Casinos, fashion, 
babes, surfing, 
babes, gymnasi¬ 
ums, babes, burg¬ 
ers and... er, well 
babes. All these 
things are there to 
help you impress 
the beach-bums and, eventually gain access to the 
beach-gym. Weekends on Bournemouth beach 
were never like this, I can tell you! 






EXTREME SPORTS 


An interesting 
range of bonuses, 
extra balls and 
massive point 
increments can 
be obtained by 
going through 
various sporting 
activities. Before 
you get to those, prepare for the hideous Iron 
Man bit where a whole gang of balls roll towards 
you and you have to try and keep them all in 
play. After that, you can go freefall diving, cliff 
diving, off-piste ski-jumping, bungee-jumping 
all of which eventually get you to The Extremist 
mode, when having completed all the courses as 
well as this, you get the jackpot. Knackered yet? 


FOURPLR^ 


There are four different tables to choose from, each 
offering different bonuses, different rewards and a 
variety of little animations scrolling across the dot¬ 
matrix score board. No matter which chute, tunnel 
or overpass you flip the ball up, it counts towards 
anything between a few thousand points and a cou¬ 
ple of million. Yowsa! 


A variety of 
things occur 
here, apart from 
the usual bonus¬ 
es. You can grad¬ 
ually build a ship 
with which you 
sail to foreign 
countries, col¬ 
lecting 'national' 
treasures. These include beer from the Germans, 
fish from Iceland, a pizza from Italy and a young 
virgin from the English. Hmm. 


LAW N' JUSTICE 


Clean up the 
futuristic sleeze- 
balls by collecting 
your bonuses to 
enable you to go 
on special police 
missions. After 
you've taken part 
in the drug-bust, 
move on up to 

dealing with the prison break and then stop the 
riots. Eventually you'll get to the downtown 
shootout. Then its a speedy romp with various 
enemy weaponry until you make your final arrest. 














































□IMENSIONRL SHIFTS 


There are three different ways of playing the tables. Your basic 
front-on elevation in glorious 3D^ in which you see the ball whizzing 
around towards you but, if it disappears up an overpass or behind 
some mushrooms, you have to wait (and listen) to find out what 
exactly is going on. This can be very annoying, or lots of fun, as you 
try and work out from which direction the ball will 
eventually reappear. 

If this doesn't appeal to you, you can always play 
in 2D, as if looking directly down on the play area. 

This gives you an accurate perspective on where 
everything is, but can be very disorientating, espe¬ 
cially as it seems as if the ball disappears off screen, 
towards the flippers faster than the average human 
eye can follow! However, this mode is very useful 
indeed for cheating; you get to know where every¬ 
thing is, go to the 3D version and Robert, as they say. 




both agree and disagree with Gary. Yes it's a nice little pinball 
game^ and yes it can prove to be very addictive, but is it fair to 
charge people forty quid for what appears to be a similar product to 
the Amiga game, Pinbatl lliusion (by the same developers strangely) from about 
three years ago. The presentation is best part of identical, and though the hi-res 3D 
is a new feature, just how hard it is to do stuff like this on a machine such as the 
PlayStation? Only having four tables is also a bit of a shame. Still, to be more posi¬ 
tive, there are some good tables to play with here. Once you learn the technique 
required to view the top view without having a brain haemorrhage, you can use this 
to get a better idea of where all the features are, before switching to the 3D option 
for the prettier picture. And there you are. It does all the things you'd expect a pin¬ 
ball game to do, but I myself would score this more in the low 80s. 
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BEACH^ YOU GET TO TO VISIT THE 
GYM, AND FLEX THOSE PECS. 



SAILING THE SEVEN SEAS^ NICKING 
THINGS. NICE CHAPS^ THE VIKINGS. 





\Amongst the activities in 


EXTREME SPORTS IS BUNGEE-JUMP¬ 
ING. THIS GUY'S ENJOYING HIMSELF! 


ROCK ON, TOMMY 


Complete with some extremely tasty graphics, less tasty music and 
deeply sexy female voice-overs, the opening menu is worth more 
than the usual cursory glossing-over. 



ENTRY INTO THE INDIVIDUAL TABLES. 
JUST SELECT AND OFF YOU GO. 


OPTIONS MENU IS A SEXY FEMALE 
VOICE, phwoor! 


The main options menu for 


Guiding you through the snazzy 


Nice graphics, but the waiting 


TIME BETWEEN SECTIONS IS EXCEP¬ 
TIONALLY LONG. 



l CHRY 


What really 
can be sim¬ 
pler than bop¬ 
ping a few balls around a 
play area, knocking 'em into 
flashing mushrooms, up 
ramps and down gulleys and 
getting loads of points? 
Nothing it seems because 
while translating the best 
attributes of pinball to the 
PlayStation, it also brings 
with it a few problems that 
can only beset a video game. 
No matter how 3D the game 
is, if you look at it front-on, 
you cannot help but miss cer¬ 
tain important things going 
on at the rear. It's difficult to 
spot which bonuses you're 
lighting up, or what routes 
the ball has taken until it 
rolls along towards you. This 
isn't a major problem, but it 
is frustrating. The four indi¬ 
vidual games are basically 
the same, but some are cer¬ 
tainly easier than others. Law 
N' Order has one of the easi¬ 
est ways to make a million 
because once you've sent it 
down the relevant tunnel, a 
simple flick on it's return and 
back it goes. Time and time 
again. 

Overall, I found True 
Pinbail a great deal of fun, 
but as a 'real' pinball fanatic. 
I'm easily amused and can 
stay playing this for hours 
without getting at all bored. 


□VERRLL 
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espite titles such 
j as Tekken^ 
f Jumping Flash 
and Ridge Racer 
appearing under 
the Sony banner in the UK« 

Total NBA is the title Sony UK 
are most proud of. The reason 
for this particular affection is 
that Total NBA is the first game 
to emerge from Sony's in- 
house development team and^ 
as such, the fondness is more of 
a parental thing than anything. 
It also reaffirms Sony's commit¬ 
ment to the PlayStation with 
several more titles set to 
emerge across the next few 
months, including beat 'em ups 
and a proposed football game. 
The brief Sony's team were 
given was to create the most 
realistic basketball game possi¬ 
ble. Every rule, as much of the 
atmosphere, and all the on- 
court possibilities were to be 
included, and leading the team 
was a development veteran of 
EA's Madden^ NBA and NHL 
series, Jules Burt. With soccer 
games leading the way with 
motion capture techniques and 
on-field realism, the Sony team 
have taken a leaf out of the 
footy book and crammed many 
of the same ideas into their 
highly-polished polygon 
courts. As such, the officially- 
licensed NBA players not only 
resemble their real counter¬ 
parts, they also have the same 
play traits and styles. Similarly, 
the order to add as much atten¬ 
tion to detail as possible has 
resulted in a 3D court which 
can be viewed from any angle 
and has all the shine and gloss 
of televised Basketball. But 
with fierce competition from 
Konami's NBA In the Zone and 
the highly-regarded NBA Jam: 
TE conversion, it'll be the 
dunks and three-pointers that 
decide which game is the CD 
equivalent of a Harlem 
Globetrotter. 




V', Jt-, 


SMELLS LIKE TERM SPII 


Thirty, fully-authorised NBA teams await the player's attentions, 
with each team broken down and rated using four skill departments. 
Coloured bars determine each side's ability at three-pointers, two- 
pointers, stealing and blocking, and the chosen side is then dis¬ 
played in all its digitised glory. What's more impressive, however, is 
that the on-court representations of Seattle, Washington, and 
Pittsburghs' finest are incredibly close to the said digitised pictures. 
Each player varies In height, physical attributes and speed, and - 
unlike NBA Jam: TE where the developers. Iguana, simply stuck larg¬ 
er heads on different colour bodies - the characters in Total NBA do 
actually look like a proper team and behave like one, too. 


THE RIR UP THERE 


Sony have recreated the assorted turns, dunks and slams of the real 
thing using six of the PlayStation pad's eight buttons. Depending 
on whether the current player is in possession of the ball, the four 
basic buttons are used to pass to the player closest 
the hoop, the nearest player, or attempt a long shot. 

Similarly, when approaching the hoop, the player has 
an option to slam the ball or attempt a shot. When 
defensive action is required, these moves switch 
accordingly, and the player can switch freely between 
team members (with the CPU intelligently opting for 
the player closest to the action) or block a shot or 
pass. The LI and R1 buttons also come into play, with 
the former allowing the user to instigate a preset for¬ 
mation, while the second adds a temporary burst of 
speed, with a bar at the top of the screen detailing 
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Total NBA 
looks, with¬ 
out a doubt, 
absolutely gorgeous. It's 
also good fun to play and, if 
you want a more serious 
basketball game than 
NBA:TE, there's no real rea¬ 
son not to buy this... apart 
from Konami's NBA: In The 
Zone. D'oh! Yes, sorry folks, 
but if I hadn't seen Konami's 
forthcoming offering I 
would have advised you to 
buy this without reserva¬ 
tion. Unfortunately, I have 
played the aforementioned 
Konami offering, and from 
where I sit, it plays better. 
There's nothing wrong with 
Total NBA, it just doesn't 
flow quite as I feel it should. 
Still, well worth a look. 


There ARB two ways of throwing 


THE BALL INTO PLAY: EITHER TO THE 
NEAREST PLAYER^ OR THE ATTACKER 
NEAREST THE HOOP. 


TRPE THAT 




Television-style presentation is fast becoming the 
norm in sports games, and Total NBA follows this 
trend by offering a number of views, and one of the 
best action replay systems in any game. Re-gardless 
of the viewpoint selected, all slam dunks are 
replayed from the best possible angle, with the 
motion-captured sprites shown off in all their beau¬ 
tifully-animated glory. And real show-offs wishing to 
view their three-pointers, daring weaves and passing 
motions have access to a re-play mode. This allows 
the user acess to a panel which allows them to view 
the action over again, also deserving a special men¬ 
tion because of the rewind facility - which even dis¬ 
torts the screen as it runs back through the action. 


?^nEVIEW 
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The DISTANT VERTICAL VIEW 


\ OFFERS A BETTER PERSPEC- 
TtVE FOR LONG PASSES, BUT MAKES ACCURATE 
SHOOTING SLIGHTLY HARDER DUE TO THE SMALL¬ 
ER SPRITES. 


On breaking down 


lTHEWING,IF 
POSSIBLE, HOLD ON TO THE BALL AS 
ATTACKERS RUN INTO THE AREA, 


FOUL PLRY 


If a player is fouled by an opposing defender, a 
penalty is given by the off-screen ref overseeing 
the game. If, following the foul, the shot goes in, 
the player is awarded one free shot. However, if 
the ball soars well out of the area as a result of 
the challenge, two shots are given. A penalty 
shot is taken from the edge of the D-shaped goal 
area, with the other players lining the edge. With 
the player in position, a cross-shaped target 
appears with a blue marker moving along the ver¬ 
tical axis. Pressing the A button as close to the 
centre as possible assures at least a fifty percent 
chance of accuracy, while repeating the same 
procedure through the horizontal axis should 
determine a basket. 


VZ t996MftA 


IS COMMITTED 
OR THE BALL LEAVES PLAY, A THROW- 


IN IS AWARDED, 



t STEVE J 


From the 
sheen on 
the court, to 
the movement of the 
sprites, and the detailed 
action replays. Total NBA 
cannot fail to win 
PlayStation users over with 
its aesthetics alone. It also 
plays well, with the buttons 
used well to effect passes, 
shots, and dunks with ease. 
Any problems, though, lie 
with its closeness to the real 
thing. Basketball is played 
on a small area, and the 
action tears up and down 
the court, which means that 
the game is initially limited 
to whizzing from end to end. 
With practice, this is negat¬ 
ed by blocking and stealing, 
but even so the bare bones 
of basketball do not make a 
game with a huge amount of 
lasting appeal. NBA Jam: TE 
realised this and added 
power-ups to extend its 
lifespan, but in opting for 
realism Total NBA has been a 
victim of the sport's limita¬ 
tions. As video games go. 
Total NBA is a superb recre¬ 
ation of a very popular 
sport. Fans will love it as it 
adheres to all the rules and 
on-court possibilities of the 
real thing. It's just a pity the 
real thing proves limited in 
the long-term, because Total 
NBA does as a result. 


RRTINC 
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Revealed! The 20 Best 
Sportsmen Of The Year 
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New Issue On Sale Now 


Th^j^J^jlMonth ly 
Sports/Magazine 

Including 


[PH DTP BUPPLiEMENT 

The Best Sports 
Dictures 
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Nineties 
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stunning 

PI photographs 
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GAME DIFFICULTY: EASY 
CONTINUES: THREE 
SKILL LEVELS: 4 


OUT NOW 


BELEFI5E 


IMPORT 


FCRYERS 


0 k hat really pisses me off are political loudmouths 

k claiming computer games induce violence in kids. I've 
I never seen any 12-year-old practising Dragon 
^ Punches on their mates^ and I don't expect any 
teenagers to turn to a life of crime just because they played 'cow¬ 
boys and Indians' when they were young. 

The same applies to Homed Owl. The chances of anyone going gun-crazy 
because they liked bagging the baddies with a plastic pistol are slim. Playing 
around with a light gun is a laugh, not some subliminal way to corrupt games 
players. What's more, if you don't use the gun. Horned Owl is just like any other 
shoot 'em up - aim the cursor using the joypad and fire at the enemy. Yawn. 

Actually Homed Owl is pretty smart, and it's the first PlayStation game to use 
the light gun. While not as sophisticated as Virtua Cop, it's a blast all the same. 
Seated inside an Anime-style battle robot that follows a pre-determined route 
through the city streets of Nowhere, terrorist group Metalica has taken over the 
urban jungle and swarms of enemy droids are patrolling the area. 

Unsurprisingly they don't like The Pigs, so when your droid trundles 
onto the scene the air is filled with streams of lasers fire and battle 
ensues. As with all computer games, the odds are extremely unfair. 

When the Brixton riots erupted did the Metropolitan police send in a 
single officer? Nope, they sent in army of baton-wielding thugs. You're 
on your own however, although advice is offered by some blonde bimbo 
sitting cozily back at the HQ. And to think you would have forgotten to 
fire if she hadn't reminded you... 


RN OVERTURE 


Metalica has taken over the streets of the city, deploying combat 
droids on every corner with orders to shoot to kill. Weaving 
through the tower blocks, the armour suit is programmed to fol¬ 
low the overpass along to the 
city square where the first 
Metalica guardian awaits. 


TO MUTT TOO LATE! 


As SOON AS YOU ENTER THE 


UNINVITED GUESTS 


Having sneaked through Metalica's defences and into 
the airport, the next task is to wipe out the enemy 
resistance to allow safe passage out of the war zone. 
Robo-dogs swarm through the airport terminal, lead 
by rocket-firing droids and hover 'bots equipped with 
machine guns. With shield levels sapped to a bare 
minimum, two of Metalica's toughest war droids 
stomp into view. Bugger... 


AIRPORT, RoBO’DOCS ATTACK. 
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... Unfortunately they're crawl- 


The only way to the enemy HQ is\ 


BincoIA well-aimed laser blast 


It's raining outside, so fingers- 


TO MRCHINE GROVE 


R COUNTER RTTRCK 


It's time to take the terrorists Metalica on at their own game by 
taking out the problems at Its source. Venturing into the grotty 
sewers, the the location of the enemy headquarters is locked into 
the battle suit's nav igation computer. In the darkness Metalica's 
fiercesome troops emerge, wading knee-deep through the slime. 
Break through the enemy front lines and into the heavily protected 
building before gradually working up through the countless floors 
to the command centre. 


With the enemy's central intelligence crippled It's time to obliter¬ 
ate their robot supply lines. The combat droids are being manufac¬ 
tured in a vast factory somewhere on the outskirts of the city, but 
the area is crawling with enemies so strike hard and fast under the 
cover of darkness. Even so, the element of surprise has been lost. 
Metalica, forewarned of your snide attack, is lying In wait with 
loads soldier droids armed to the teeth. Survive long enough and 
you might just make It to the multi-limbed mechanical beast that 
guards the end of the level. 


KNOCKS THE ENEMY TO THE GROUND. 


CROSSED YOUR SUIT DOESN'T RUST. 


THROUGH THE SEWERS... 


iNG WITH Metalica battle droids! 












































tNSDE THE TEEMtNAL, 



Up at the cate, hover-bots fly 


PAST^ MACHINE CUN5 BLAZING. 
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The first guardian droid attack 


WITH HUGE POWER-PINCERS... 




f STEVE 


^\The problem 
^with games 
^"■■^^“■■■^^involving shoot¬ 
ing things using a crosshair is 
that they generally get a tad 
repetitive. Sega's Virtua Cop is 
one of the most technically- 
impressive to date but even 
that gets a trifle dull after the 
initial novelty wears off. As 
such, if Sega's top-of-the- 
range coin-op conversion does 
not have what it takes in the 
longevity stakes, then Horned 
Owl IS selling us well short. The 
main novelty with Horned Owl 
is exploring the well-produced 
play area (which scrolls beauti¬ 
fully), but blasting away at the 
myriad of robots and bosses 
soon reduces any appeal the 
aesthetics hold. Sprites trundle 
on in groups of five or six, and 
as only one or two open fire 
Horned Owl never really 
becomes a challenge. As a one- 
off laugh it's fine, but as video 
games go, this is tedious fare. 



More importantly, have you got 


THE GRENADES TO KILL THIS GUY? 



ANOTHePbOT Wmi HUCE guns! 


...BUT SOON he's replaced BY 






““^llllllll w 


At LAST, YOU'VE MADE INSIDE THE 


The surprise attack failed, the 


Inside the command centre you 


Within seconds a huge missile- 


REALISE IT'S A TRAP. DaMN. 


LAUNCHING GIT STOMPS ON-SCREEN. 


BUILDING. Now fire! 


ENEMY KNEW YOU WERE COMING. 



STAND BY, WAITING TO BE ACTIVATED. 


FACTORY, MORE ROBOTS ATTACK. 


MUCH EQUIPMENT AS POSSIBLE. 


BIGGER AND BADDER. CuLP! 
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FIRING BLHNKS ^ 


Without a plastic gun to play around with, games 
like Horned Owl are a bit dull really. 'Bagging' the 
enemy with a day-glo pistol is more fun than fir¬ 
ing with a joypad, or even a mouse for that mat¬ 
ter. There is a light gun available for the 
PlayStation though, manufactured by Konami. 

It's a bit pathetic, and is puny compared to the 
monster blaster available for Virtue Cop on the 
Saturn. Moulded from dark blue plastic, it's fairly 
well balanced with the trigger, start and grenade 
buttons within easy reach. It's not particularly 
comfortable though, and by the time the third 
level is reached, it's a bit hard on the hand. The 
main drawback is the cost, and packaged with 
the game the price tag is whopping. 




SET TO STUN 

Defeating Metalica is by no means a pushover but 
at least you've come well equipped. Aside from 
the heavily armoured battle suit, you also carry 
the standard issue police blaster and a handful of 
high-explosive grenades. The pistol ammo clip 
holds 16 bullets which can either be fired singu¬ 
larly or, by holding down the trigger, sprayed out 

in a rapid- 
blast which is 
particularly 
useless for 
taking out 
multiple tar¬ 
gets. The 
grenades are 
extremely 
powerful but 
are few and 
far between, 
and are there¬ 
fore best 
saved for the 
guardians. 


(Above) Hold down fire for awesome rapid-fire. 


(Top Left) The grenades are highly explosive, 
(Left) The single shot is bit on the weedy side. 


6B 




RNIME-NinCS 


YBEFORE you start choose between two CHAi 


Each level is 
interspersed 
with short 
Manga clips 
that carry the 
plot along. 

Although pic¬ 
ture quality is 
good, there's 
one major 

downfall - all the speech Is Japanese, bo, unless 
you can understand the language you won't 
know what the hell's gong on! 



Although 
Horned Owl 
is by no 
means Virtue Cop, I must 
admit I quite enjoyed fight¬ 
ing off the terrorist basts 
with a plastic pistol. Graphi¬ 
cally it's far from ground¬ 
breaking, and rather than 
the 3D extravagance of 
Sega's blaster, in places it's 
very 'flat' and two-dimen¬ 
sional. Generally this lack of 
depth is limited to station¬ 
ary objects and enemy 
robots, and in contrast the 
background graphics are 
detailed and, as they scroll 
past, often give a great feel¬ 
ing of height and depth. As 
well as being wafer thin, the 
robots are very samey too. 
Throughout the game loads 
of identical droids swarm 
into battle, and after five 
level of shooting the same 
enemies time and time 
again, the whole thing 
become a bit dull. Guardian 
droids are considerably bet¬ 
ter, but again they often 
look flat and unconvincing. 
The game isn't hard enough 
either, and even playing 
with the light gun (which is 
harder to aim than the 
mouse-controlled cursor) 
it's possible to complete the 
meagre five levels in under a 
dozen attempts, even on the 
toughest setting. 

























DOOM 

33,99 


TEKKEN 

37,99 


FIFA SOCCER 96 DESTRUCT DERBY 

34,99 36,49 


WIPE OUT 

36,49 


WORMS 

36,99 


B ATOSHINDEN 

33,99 


LOOK OUT 
FOR ITEMS 
LISTED IN RED 

Top sellers at 
reduced 
prices. Look 
out for the 
Top 40 Chart 
Crash symbol 
and items 
listed in red. 
Special 

Reserve’s Top 40 are 
top selling titles reduced 
in price. 
Pay less for 
the best 



PLAYSTATION GAMES 

• = NEW ITEM 

3 DECATHLON .32.99 

3D LEMMINGS .37.99 

ACTUA GOLF .39.99 

ACTUA SOCCER .39.99 

AGILE WARRIOR .32.99 

AIR COMBAT .37.99 

ASSAULT RIGS .37.99 

BATTLE ARENA TOSHINDEN . 33.99 

CHESSMASTER 3D • 33.99 

CYBER SLED .37.99 

CYBERSPEED • 33.99 

DESTRUCTION DERBY . 36.49 

DISCWORLD .37.99 

DOOM . 33.99 

EXTREME SPORTS .37.99 

FIFA SOCCER 96 .34.99 


HI OCTANE .34.99 

JOHN MADDEN 96 .34.99 

JOHNNY BAZZOOKATONE • .33.99 

JUMPING FLASH .37.99 

KILEAK THE BLOOD .37.99 

KRAZY IVAN.37.99 

LOADED .39.99 

LONE SOLDIER .34.99 

MORTAL KOMBAT 3 .39.99 

NHL ICE HOCKEY 96 . 34.99 

NOVASTORM .37.99 

PANZER GENERAL •.33.99 

PGA TOUR GOLF 96 .34 99 

PHILOSOMO .37.99 

PSYCHIC DETECTIVE .36.99 

RAPID RELOAD .37.99 

RAYMAN .34.99 

RIDGE RACER .39.99 

ROAD RASH.34.99 


SONY PLAYSTATION 289.99 

FtfE 24 HOUR CARRIAGE 

ONE CONTROLLER, TV RF LEAD AND PLAYABLE DEMO CD PLUS 

FREE EXTRA , 
PROGRAMMABir 
CONTROLLER 

WORTH £29.99 RRP 
SONY PLAYSTATION 
WITH ONE CONTROLLER, 

RF LEAD WITHOUT 
EXTRA CONTROLLER 
ONLY £279.99 

SCART LEAD, SMART CARD, LINK CABLE ' 

AND MOUSE ARE AVAILABLE AS EXTRAS 
SONY’S PLAYABLE DEMO 1 CD FEATURES " 

DESTRUCTION DERBY, WIPE OUT, BATTLE 
ARENA TOSHINDEN, LOADED AND TOTAL NBA ‘96 

SCART LEADS FOR SONY PLAYSTATION 

SCART LEAD - PLAYSTATION TO SCART TV 

(COMPOSITE OUTPUT) . 

SCART LEAD - PLAYSTATION TO SCART TV 
(PLAYSTATION RGB OUTPUT) 


PLAYSTATION PERIPHERALS 




ASCII CONTROLLER 19.99 

FOR PLAYSTATION 


SONY CONTROLLER 28.99 

FOR PLAYSTATION 




C • 



X 





G-FORCE 
COMMANDER SUPER 
JOYPAD ...16.99 
FOR PLAYSTATION. NEW 8 FIRE BUTTON 
DESIGN, 6 INDIVIDUAL AUTO AND TURBO FIRE 

SELECTORS AND i 
2 METRE CABLE. 
FIRE INFRA-RED 
JOYPAD 
SYSTEM 
32.99 

FOR PLAYSTATION INCLUDES 2 JOYPADS AND A 
RECEIVER BOX WITH A RECEPTION RANGE OF UP 
TO 18 METRES. TURBO FIRE AND THUMB 
CONTROLLER. EXTRA LOW POWER 
CONSUMPTION FOR LONGER BATTERY LIFE. 
REQUIRES 4 X AAA BATTERIES (NOT INCLUDED) 


PS 

PROPAD 
CONTROLLER ...21.99 

FOR PLAYSTATION. 8 BUTTON 
PROGRAMMABLE 
CONTROLLER WITH AUTO 



I FIRE AND SLOW MOTION 

■_ SONY MOUSE 
29.99 

FOR PLAYSTATION COMPLETE 
WITH DESIGNER MOUSE MAT 


LINK CABLE FOR PLAYSTATION 

ALLOWS TWO PLAYERS, EACH WITH 
THEIR OWN PLAYSTATION AND TV TO ' 'I M 
PLAY WITH OR AGAINST EACH OTHER .19.9 

SONY SMART CARD 

ALLOWS YOU TO SAVE AND LOAD GAME DATA. 
SLOTS INTO MEMORY CARD SLOT .24.9 


FREE WHEN YOU JOIN 

SCOOP PURCHASE' BUY ANY ONE PRODUCT FROM OUR ENTIRE RANGE AT THE 
SAME TIME AS JOINING OR RENEWING FOR ONE YEAR AND WE'LL GIVE YOU 

SUPER MODEL KELLY MOUSE MAT .yP. 

TOP QUALITY LAMINATED MOUSE MAT 

OR THE GUYVER 1 MANGA VIDEO VHS MANGA VIDEO (15) I 




HEAVY discounts HUGE range 

lOam to 8pm Daily 

01279 600204 

Fax 01279 726842 
(well fax back to confirm) 

Regular Competitions 

Great Prlies to be Won 
See the Club Mogaxine 


reserve.co 

Bfiecial R.e4>e^<Ae 
2>i<icO’U4^i QluL 


jte. 


SHOCKWAVE ASSAULT .34.99 

STARBLADE ALPHA .37.99 

STREETFIGHTER - THE MOVIE .32.99 

STRIKER 96 .35.99 

TEKKEN . 37.99 

THEME PARK .36.99 

THUNDERHAWK 2 - FIRESTORM • ...36.99 

TILT.32.99 

TOTAL ECLIPSE TURBC .33.99 

TWISTED METAL .37.99 

VIEWPCINT .34.99 

WARHAWK .37.99 

WING CCMMANDER 3 .36.99 

WIPE OUT . 36.49 

WCRLD CUP GCLF - 

PRCFESSICNAL EDITICN • 33.99 

WCRMS .36.99 

X-CCM - ENEMY UNKNCWN .29.99 

XS X-COM - DEDUCT £3 UNTIL APRIL 7 


NOKIA 14’ COLOUR TELEVISION 214.99 
WITH FASTEXT, A REMOTE CONTROL 
NICAM digixal stereo 

✓ SQUARE TINTED TUBE ✓ HEADPHONE SOCKE) 

✓ ADJUSTABLE SOUND DEFLECTORS ✓ SCART INPUT 





WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

MEMBERSHIP FEES UK EC WORLD 

Om YEMM £6.00 £8.00 £W.OO 

Each issue of club magazine includes £15 of new XS Savers. Members are under no 
obligation. All prices include VAT and carriage to MOST UK mainland addresses. 

Overseas orders must be paid by credit card 
Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

- BEER 

(BLOCK CAPITALS please) « 

Name & Address_ ^ 


Enter membership number (if applicable) or 

NEW yEMBERSHIP FEE (ANNUAL UK 6.00) 


Please use this box to add any optional fast delivery charge 
1st Class Post 50p per posted item or £3 hardware 


ALL PRICES INCLUDE UK POSTAGE A VAT p 

Cheque/P.O./Access/Creditcharge/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 

_(ISSUE NO_) 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, ESSEX, CM2I 9PH 

Inevitably some games Hated may not yet be available. Please phone to check availability. 

Prices may change without prior notification. Sent to press 08.01.96 E .& O.E. 

SAVE = Saving off full retail price. Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Marts 




Order ONLINE at httpV/www.cddirect.co.uk 


Eli 

FREEPHONE 

L Quote reference PS 029601 

PIAYSTATIOW : i. 

UQj" aJO 


CD DIRECT, 15 Mitchell Point, Ensign Vtfajf, Hambie, Hants SD314RF 

Tel: 01703 455115 FaM: 01703 453231 



LT RIGS 


DOOM 


EXT^^M 


GUNNEra 


ffiilNGS FIEifSI 


GB»ND 


ivBLF 96 


£32 PLAYSTATION GAMES 

CALL US NOW FOR THE BEST AVAILABLE 
PRICE IN THE UK - WE WON’T BE BEATEN! 


AQUA 


GUNDAM 


fight-3 

R 














TEL« 01324 639417 (9.30-5.30) 

SEND ORDERpO FORCE SOrfWpE 1|I|'DUMBART0N ROAD i^LASpol 














































































































































































































, ilm licences have 
I generally been 
' regarded as sec- 
' ond-rate cash- 
ins, with the com¬ 
panies responsible 
seeming to put little effort into 
games which invariable feature 
platforms and a barely recognis¬ 
able main sprite and surround¬ 
ings. Judge Dredd, Stargate^ 
Dracula^ Terminator 11, and Last 
Action Hero - all tragic victims of 
a distinct lack of effort and 
imagination. Of all the major film 
companies, though, one has suf¬ 
fered more than most. Poor old 
Walt Disney. If he could see 
some of the toss masquerading 
under the Disney banner he'd 
unplug his cryogenic tomb and 
resign himself to life as a puddle 
of greenish muck. Basi! the Great 
Mouse Detective, numerous 
Dona/c/DucAr titles, and Goof 
Troop — stinkers every one of 
'em. In fact, through several 
generations of hardware, it was 
not until Sony's pre-PlayStation 
software arm unveiled Mickey 
Mania, 

Originally released as Mickey 
Mania on the Super NES and 
Megadrive systems to cash in on 
the Disney pensioner's birthday, 
Mickey's Wiid Adventure has 
undergone a completely unex¬ 
pected PlayStation conversion. 
The game is basically a history of 
Mickey Mouse's adventures in 
cartoons. Tracing his scratchy, 
mute beginnings in 1928's 
Steamboat Willie through to The 
Mad Doctor, The Moose Hunt and 
beyond, the game is a mix of tra¬ 
ditional side-viewed platform 
sections, with past genre stal¬ 
warts such as mine cart rides and 
3D races against time thrown in 
for good measure. 
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OLD RS THE HILLS ~ 1 


Ah, we're in familiar territory here. Quite rightly 
for a game that spans nearly seventy years, 
Mickey's Wild Adventure throws up every plat¬ 
form game idea you've ever encountered. The 
basic aim of the game is to make it to the level 
exit to the right-hand side of the screen, and 
these are punctuated with 3D sub-games and 
likewise bonus stages. In addition to his leaping 
and jumping skills (including sprites which are 
killed by jumping on them), Mickey collects nuts 
which are lobbed at oncoming 
enemy sprites, and a boss 
encounter of some kind also 
awaits the creaky cartoon hero. 

Other recognisable traits include 
several mine cart rides, a water 
section where the platforms sink 
after a few seconds, and movable 
objects which act as makeshift 
platforms to bridge seemingly 
impassable gaps. 


SENILE DIMENSION 


I In a welcome break from the platform sections, Sony have thrown in a couple of 3D 
I sections for good measure. During the Moose Hunt level, for example, Mickey finds 
' his hunting alter ego but ends up being chased by an enraged moose as a result. The 
'i screen switches to a view directly in front of the 
Mickey sprite with the moose directly behind. With 
obstacles galore getting in his way, the player must 
; find a way through or over the fungal maze, while 
I collecting apples which acts as a slight turbo boost. 

Funnily enough, Sony liked this idea so much, they 
used it ail over again for the climactic chase 
between Mickey and the Giant at the end of the 
^ Mickey and the Beanstalk\ewe\... 
























































BOY RBOUT TOON 


Mickey's Wild Adventure is a stroll through 
the rodent star's most recognisable cine¬ 
matic endeavours. Each stage is made up of 
small, sub-levels and a 'boss' confrontation 
awaits at the end of the level: 


■steamboat WILLIE (1928) 

Originally presented in glorious black 
and white (complete with hair flickering 
in the corner), Mickey begins by freeing 
his monochromatic alter-ego from his 
position at the wheel, and then jumps 
on to a baccy-spitting Pete until he 
keels over. Graphically, this is one of 
the most innovative stages, with colour 
gradually seeping on 



B THE MAD DOaOR (1933) 

A typical haunted castle - filled with 
bats, skeletons, et al - paves the way 
for a swinging, carting experience 
towards the titular addled academic. 
Opening with Mickey crossing a col¬ 
lapsing bridge, the level then unveils a 
superb rotating platform stage with 
Mickey wandering down the said 
tower as it collapses around him and 
objects bounce down after him (older 
gamers may find themselves recalling 
Hewson's C64 classic, Nebulus). The 
confrontation with the Mad Doctor, 



however, is a let 
down after the 
preparatory 
scenes, though.. 



El MOOSE HUNT (1937) 

The most annoying level in the game. 
Mickey is set upon by charging moose, 
falling branches, and rock slides. 

Softly, softly is the key phrase for this 
level, with Mickey taking two steps for¬ 
wards and one back to avoid calamity at 
the hands of the falling debris. If you 
manage to meet 
Hunter Mickey at 
the end, a moose 

chase follows. V ^ 





■ MICKEY 8 THE BEANSTALK (1947) 

The prettiest-looking level in the 
game, and dominated by huge beetles, 
butterflies and spiders. Having 
watered plants, thrown nuts at oncom¬ 
ing insects and climbed the beanstalk, 
the action then goes underground with 
baby spiders dropping from the ceil¬ 
ing, and protected by the mother of all 
arachnids. The giant then puts in an 
appearance in a 
chase to the death. 


■ LONESOME GHOSTS (1937) 



These ghosts have probably appeared in 
as many cartoons as the aging mouse, 
and are ever-present in their attempts 
to sap Mickey's energy. The haunted 
house is a strange building indeed, with 
the flooded basement housing power- 
ups galore, and some of the corridors 
suffering from a damp problem so 
severe even the ghosts need power¬ 
boats to traverse 
them. A rather nasty 
collapsing ledge area 
proves a real headache 
here, too. 


CCMSM^T 



In the light of Johnny 
Bazookatone and 
Rayman, l*d have to say 
that if there are going to be platform 
games on the PlayStation, I'd rather they 
were like this. That's not to say that this 
is really worth forty quid, but I'd rather 
have a decent straight platform game 
than a similar product hidden behind 
flashy graphics and clever hype. 

Contrary to popular belief. I'm not 
against platform games at all, it's just 
that they need to be imaginative and 
well designed to impress me. Mickey's 
real problem is lack of meat. Some of the 
ideas work very well — and the odd 
inclusion of puzzle-based play makes a 
nice change — it just doesn't last long 
enough. Each section is over relatively 
quickly, and it won't be more than an 
hour or two before you've completed 
the game and seen the lot. The inciden¬ 
tal sections such as the 'trolley-dash', 
the moose chase and the Nebulus rip-off 
are fun and break up play, but, again, are 
over before you know it and don't really 
lead anywhere. Perhaps we're expecting 
too much from what appears to be a 
young kid's game, but it's hard to award 
a particularly high mark when you're 
including value for money as an impor¬ 
tant factor. This isn't exactly the sort of 
game I'd go out and buy anyway, but fin¬ 
ishing it after a couple of hours doesn't 
exactly warrant a recommendation. 
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Skeletons either 


\ THROW THEIR 
HEADS OR EXPLODE, SCATTERING 
LETHAL BONES EVERYWHERE. 





Watering this plant 


I MAKES IT 
GROW, CREATING A HANDY PLAT¬ 
FORM IN THE PROCESS. 


THINKING 5TRHICHT 



In order to meet the Mad 


Just as Mickey plunders every platform game in existence, it 
also gives Sony the chance to say 'and it has puzzle 
sequences, too.' Yep, while Mickey is in the Mad Doctor's lab, 
for example, a door blocks his way into the final battle. 
Directly above, though, are three nozzles and when walked on 
they drop coloured liquid. Using the beaker to collect the liq¬ 
uids, a glowing cocktail Is created, and putting this on the 
conveniently-placed Bunsen burner nearby and igniting said 
device causes a huge explosion, blowing the door off its 
hinges. Another example is during the Beanstalk stage where 
Mickey can't quite jump onto a ledge using the plant pot pro¬ 
vided, but a trickle of water acts as a clue. Pushing the pot 
beneath, a sturdy flower emerges - and proves just strong 
enough to act as a new platform. 


Doctor, Mickey needs to fill 

A JAR WITH CHEMICALS AND HEAT 
IT UNTIL IT EXPLODES. 



WelL it is 
certainly a 
surprise to 
see Mickey Mania, updated 
for the PlayStation - but it's 
hardly a pleasant one. In its 
ISbit form, this excursion 
through the Disney mouse's 
history was fine: nice graph¬ 
ics, numerous ideas, and a 
break every now and then 
from the platform sections. 
This formula is replicated 
identically for the Sony 
game, but some two years 
after the original release 
things haven't dated that 
well. Mickey's Wild 
Adventure purloins ideas 
from virtually every game 
under the sun, with its 3D 
towers dating as far back as 
1985. Sony have tried to 
use the power of the Play¬ 
Station to tweak it in the 
odd area - the crates that 
follow Mickey down the 
tower are new, and the 
gradual addition of colour in 
the Steamboat Willie stage is 
nice. But at the end of the 
day, this game doesn't offer 
forty quid's worth of value. 
Worms does and it'll last 
ages. Tekken does and it 
pushes the boat out techni¬ 
cally. Mickey's Wild Adven¬ 
ture, however, is too easy, 
too familiar, and too dated 
for a PlayStation release. 
Shame on you, Sony... 
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PRKI! CHOKE! CMIAUIYI SERVICE! 


These have made us one of the largest suppliers 
of computer games in the country today! 


Ail Prices 
include 
VAT. 


THE WORLD'S MOST POWERFUL 
CONSOLE AT BRITAIN'S 

LOWEST PRICE 



1274,99 


comes complete with 
Sony Pad, RF Cable & playable CD 
featuring levels from Wipeout, 
Destruction Derby, To Shin Den, Total 
NBA & Loaded Also available with 
Scart Cable at £279.99 


3D Decathlon.£33.99 

3D Lemmings.£37.99 

Aqua Golf.£38.99 

Aqua Socxh .i38.99 

Agile Warrior.£3Z99 

Air Combat.£37.99 

Assault Rigs.£37.99 

Castlevania.£37.99 

Chessaaaster 3D.£33.99 

Cybersled.£37.99 

Cyberspeed.£33.99 

Destruction Derby£36.99 

Discword.£37.99 

Doom.£34.99 

Eleventh Hour. £CALL 

ESPN Extreme Games .£37.99 

RFA^96.£35.99 

Goal Storm.£35.99 

HiOciane.£35.99 

International 

Championship Soccer .£34.99 
Johnny Bazookatone £33.99 

Jumping Flash.£36.99 

Kileak The Blood.£37.99 


Krazy Ivan.£37.99 

Load©.£38.99 

Lone Soldier.£35.99 

Madden '96.£35.99 

Morml Komiat 3!^9.99 

NBAJamT.E.£33.99 

Novastorm.£37.99 

Off World 

Interceptor.£32.99 

Parodius.£35.99 

Panzer General.£33.99 

PGA Golf '96.£35.99 

Pov/ERSERVE.£34.99 

Primal Rage.£35.99 

Raiden Project.£36.99 

IWman.£36.99 

Rapid Reload.£36.99 

Rdoi Racbr 

Road Rash.£35.99 

Shellshock.£35.99 

Shockwave Assault....£35.99 

Starbiade Alpha.£37.99 

Streetfighter 

the Movie.£33.99 


Striker '96.£35.99 

.£39.99 

Theme Park.£36.99 

Thunderhawk 2.£37.99 

Tilt.£32.99 

To Shin Den.£38.99 

Total Ecupse.£35.99 

True Pnbaii.£33.99 

Twisted Metal.£38.99 

View Point.£35.99 

Warhawk.£38.99 

WWF Wrestle Mania £37.99 

Wmout ####•••••••• X37.99 

Wing Commander 3 ..£37.99 

Word Cup 

Golf - Pro.£33.99 

Worms.£34.99 

X Com - Terror 

from the Deep.£32.99 

SOME games listed MAY 
NOT HAVE BEEN RELEASED 
AT THE TIME OF PUBLICATION 
- PLEASE RING TO CHECK 
AVAILABILITY. 


ACCESSORIES 


Action Replay.£24.99 

ASCII Arcade 

Joystick.£45.99 

Fire Infra-Red Pads.£31.99 

Link Cable.£23.99 

Memory Card.£19.99 

Mouse.£23.99 

Multi Tap.£28.99 

Official Sony Joypad .£23.99 

Phono Scart Cable.£9.99 

RGB Scart Cable. £16.99 

Super UFO Controuer 
Resembles the Super 
Nintendo Pad in shape 

WITH TURBO-FIRE, AUTO-FIRE 
AND SLOW MOTION ....£15.99 
Technoplus Turbo Joypad 

REPLICA SONY JOYPAD WITH EXTRA 
TURBO-FIRE, AUTO-FIRE AND SLOW 
MOTION FUNQIONS... .£ 17.99 
Universal Adaptor. £CALL 


SX Cut Out This order form and post to; GAMEPLAY, 513 BRADFORD ROAD, BAlIfY, W. YORKSHIRE WF17 8LL 



0 


UNESOPEN9AM-8PMMON-FRL , 
9AM-7PM SAT, 10.30AM-4PM SUN. 
ANSWERPHONE ALL OTHER TIMES. ■ 

ORDER BY CREDIT CARD, CHEQUE I 
POSTAL ORDERS OR CASH | 
(PLEASE SEND CASH IN A 
REGISTERED ENVELOPE FOR I 
YOUR OWN PROTECTION. I 
OPTIONAL NEXT DAY DEUVERY I 
£3.75 FOR ORDERS UP TO £50, £5 I 
FOR ORDERS OVER £50, PLEASE 
ORDER BEFORE 3PM TO ENSURE I 
IMMEDIATE DESPATCH. I 


Name:. 

Address:. 

.Postcode:. 

Signature:.Customer No: 

Tel:.Fax:. 


Cheques payable to 

'Gameplay'. Prices correct at time 
of going to press. E & OE. 


Item 

Price 


£ 


£ 


£ 


£ 

Postaae is FRiE for all games shipped within P&P 

the U.la, please add £5 for Playstation Machine. 

Overseas postage - £2.50 per software item, TOTAL 

£ 

£ 


CasfQ ChequeO Postal OrdeiQ CardQ Card No:|I 


*11 II I Expiry Date| || |/ni I Issue Noinfl 

- - - - - ,9 -1 CVA/ITr'U -''-' 


WI161T &AMC5 

^ TELEPHONE/FAX % 1 

a 01892 511542 ^' 

i 

FAST CFFXCXCIVT dCRirXCE FOR ^ 
PLAVSTATXOef dATURrf 
dC&A <7A&UAR CDROAI • drfEd 
TRADC-Xer AlTAXLABLC 
WIZBIT GAMES 82 GROBVENOR ROAD 
TUNBRIDGE WELLS KENT TNI 2AS 
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PHILOSOMA 
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D.BALL Z 
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SHINOBI X 

£39.99 
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£39.99 
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£39.99 
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TO HOLLYWOOD • SEGA RALLY • VIRTUA FIGHTER 2 • X-MEN • VIRTUA RACING 
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PADS £24.99 • H CARDS £19.99 • SAT CONVERTORS £24.99 
LINK CABLES £19.99 -RGB SCART £19.99 • EXT CABLES £9.99 • NEGCOH CONTROLLER CALL 
HORI FIGHTING STICK CALL -300 GAMES CALL £24.99 - £34.99 
RING FOR PACKAGE DEALS ON ABOVE SYSTEMS FOR CHRISTMAS 


GOLDSTAR 300 . 3 PADS . ALL LEADS . SCART . POWER . 14 GAMES £350 
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CRME SPEC 


GAME DIFFICULTY: VERY EASY 
CONTINUES: SAVE GAME 
SKILL LEVELS: 3 


.^ELEflSE 


PLRYERS 




m excellent 

III idea! If there was ever 
a game scenario I 
wouldn't mind a round of 
in real life, it's this: walking around in 
a gigantic robotic suit of armour, 
armed to the teeth with guns, lasers, 
and missiles, and ready to kick some 
serious alien butt. Krazy Ivan is a bit 
of a bonkers bloke, and not someone 
whose pint you want to spill. A psy¬ 
chologically unstable Russian soldier, 
Ivan Popovich is the man in the metal, 
and under the guidance of his com¬ 
mand crew (AKA Clam Metal Detec¬ 
tives' blonde, Sarah Stockbridge), it's 
down to you to guide him across the 
globe, as he drops in on various crisis 
situations to help out in his own spe¬ 
cial way. 

The actual meat of the game con¬ 
sists of selecting a location and then 
heading straight for the main ene¬ 
mies — each one a mechanical night¬ 
mare in their own right. Once you get 
I there, all the minor aliens that have 
been bothering you along the way 
disappear, and it's time to rock. Next 
thing you know a massive alien 
machine is standing before you, 
doing its very best to dismantle 
you from the socks up while you 
do the same. Once destroyed 
(which, unfortunately, won't 
take long — but more on that 
later) they spill open, releasing 
hostages, extra weapons, and 
energy pods. 

Destroy all the current loca¬ 
tion's main enemies and it's 
off to the main energy genera¬ 
tor for more explosions and 
destruction. Then just time for 
some Vodka before travelling 
to the next location. 













HE’5 HOLDING R THERMAL 
DETONATOR! 



The missiles shown here are the 
standard non-homing variety, 
but none the less are damn 
handy in tight situations. They 
also look extremely funky! 



LASERS 

A nice, attractive, purple/pink, 
and very powerful laser. This 
inflicts constant damage while 
hitting the target, but as a 
result runs out very quickly. 



VORTEX BOMB 

My favourite special, this is 
nothing more than a lobbed 
bomb that goes off a treat. For 
Satan's sake make sure you're 
miles away when it goes off! 



ZBEAM 

The ultimate gun to have! It's a 
super-rapid, super-powerful 
energy-ray that reduces ene¬ 
mies to dust within seconds. If 
you can save any of this for the 
energy shield, your troubles are 
over! Awesome stuff. 



STEVE 


I My, what a 
classic 


example of 


PLASMA CANNON 

Hugely powerful, but prone to 
overheating quickly, this can¬ 
non lets off rapid bolts of pure 
death! Unfortunately, it's dif¬ 
ficult to use when side step¬ 
ping, as the shots tend to drift. 


presentation over playabili 
ty. Following a stunning 
intro sequence and FMV 
scene-setting, Krazy Ivan is 
revealed to be a rather sim¬ 
plistic blaster. The idea of 
pitting your wits against a 


horde of robots is nothing 



SCYTHE 

The scythe is the standard spe¬ 
cial weapon and is a self tar¬ 
geting beam of buggery. Well, 
that's probably not 100% 
accurate, but it definitely does 
the job jolly well, thank you 
very much. 


new, but the PlayStation's 
graphical capabilities breath 
real life into /van's spider 
and Manga-style robots. 
Sadly, the gameplay has the 
most basic flaw imaginable. 
By side-stepping oncoming 
fire, the player can simply 
pop shot after shot at their 
opponent. This technique is 
simplicity itself to find out, 
and also has the knock-on 
effect of negating the need 
for the weapon power-ups 
on offer. Even if the game is 
played 'properly' Krazy Ivan 
still comes across as a weak 
blaster, and won't hold any 
long-term appeal. 



Once all the main opponents 
have been defeated, you're then 
directed to the main power 
source for that location. This is 
just like oldies Tron and Star 
Castle, with a spinning wall pro¬ 
tecting a single power core. 



And boomshakalaka, the deed 
is done! Sorry to say that this is 
a doddle - you simply match 
speed with the wall by ye olde 
side-step and rotate method. 


Fortunately, every now and 
then sections of the wall raise 
up, allowing you to shoot 
directly at the core itself for 
maximum damage. 



Of course, if you can't be both¬ 
ered to wait, just shoot at the 
walls themselves until they 
become so weak that they can 
no longer defend the core. 
You'll know when this is be¬ 
cause they turn transparent. 


SAVE OUR SOULS! 


Held within each mechanical monster you encounter is a set number 
of human hostages. A simple theory this: blow up the bad guy and 
rescue the geezers within. And ever better - they change to suit 
conditions. Check out the Arab blokes in the desert. Realism like 
never before! 



It's not just the big baddies to 
worry about; there are tons of 
minor baddies that are constant¬ 
ly attacking form the word go. 


And as if being shot at wasn't 
bad enough, some of the smaller 
tanks leave tons of mines every¬ 
where. Avoid! 



































































I DON’T BELIEVE MY 
=YE5! 

The intro sequence has the best 
rendering Tve seen to date, 
with some very good FMV. The 
only downer is the crap humour 
and laughable stereotypical 
Russian accents. 



THE BOYS RRE BRCK IN TOWN 


Each location comes complete with a host of nasty large buggers to 
kill. What say we go have a look see? 




DWARF: One of 
the most impres 
sive robots 
watch 
Dwarf 

comes complete with two huge 
bloody guns. Avoid! 


PROWL: 

Extremely sexy 
to 

tiger-like mon- 
ster likes the 
direct approach, 
choosing to pounce on you, 
rather than fire from a distance. 


ARCLIGHT: 

Arclight is a 
huge, ugly but 
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CLAW: Straight out of the 
oceans of hell, this crab-esque 
bugger is another merchant of 
the side-step, but other than 
being fun to watch, nothing 
worth getting too excited about. 


impressive-looking git to start 
with, but his party piece involves 
unfolding peacock-like wings 
and blasting you with mega 
bolts. Or something like that, 
anyway. Grrr. 



RAPTOR: Not always the easi¬ 
est of baddies to kill, simply 
because he has the habit of 
jumping up and out of trouble 
every few seconds. A real pain 
in the butt, this one. 



SENTINEL: There s a vague 
chance this creation is related 
to some sort of flying squid, 
but Tm not really sure. He can 
be a bugger to shoot simply 
because he flies around a hell 
of a lot, forcing you to keep 
adjusting your sight. 




DEDLOK: Baring more than a 
passing resemblance to a 
mechanical gorilla, he enjoys 
lifting himself up on his enor¬ 
mous arms and shooting huge 
energy bolts from his feet. 



QUALM: Looking very much 
like yourself. Qualm also 
appears to be armed In a simi¬ 
lar fashion. Perhaps because 
of this, he tends to keep his 
distance, relying on the use of 
nasty little missiles to turn you 
into so much scrap metal. 



COLOSSUS: With a name like 
Colossus it's hardly surprising 
to find that this enemy relies 
very much on his bulk and sheer 
strength when attacking. 

Watch out when he lowers his 
head, 'cos that means he's on 
his way at top speed! 


FLAMEFRONT: Rather unsur¬ 
prisingly, Flamefront uses fire 
(bet that caught you out!) He's 
also very adept at the good old 
side-step which would be a 
problem - if only you weren't 
doing it yourself for most of 
the game! 
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COMMENT 




GRANITE: One 

of the more 
interesting 
opponents. 

Granite has a 
dodgy habit of 
retracting his 
jellyfish-like 
legs and hiding 
on the floor while lobbing tons of energy bombs 
at you. My advice: hide behind a mountain until 
he gets up again! 


FIREBALL: Fireball is easily the 
most impressive-looking of all 
the opponents you'll meet in 
Krazy Ivan. Shame that he's a 
bit poor in the 'putting up a 
fight' department. 


REFLEX: Hello! If I'm not mis¬ 
taken, this is the probe droid 
from The Empire Strikes Back\ 
He's also interesting to fight as 
he often splits into multiple 
units and attacks from all sides. 


THUNDERFOOT: A nice big 
fella to be sure, but other than 
occasionally opening his breast 
plates and lobbing bombs at 
you, not much to tell your 
grandchildren about. 



BUZZSAW: A 

damn colourful 
fella, Buzzsaw 
is a sort of wasp 
Transformer 
that is just as 
happy bombing 
you from the air 
as punching you 
in the face. 
Lovely to 
watch, and 
groovy to kill. 


ARACHAN: If there was ever a 
baddie guaranteed to get your 
girlfriend to leave the room, 
it's Arachan. Other than the 
interesting appearance, this 
nasty is fairly standard fodder, 
so charge up your laser. 


CARAPACE: A well-designed 
baddie that enjoys both side¬ 
stepping and flying around. Not 
always the easiest enemy to 
shoot, but no real trouble once 
you get used to the pattern. 




SCORCH: If there's one enemy 
that will bore you stupid, it'll be 
Scorch. He's a weird snaky 
thing who hugs the ground and 
can only be shot in the head. He 
also enjoys burrowing under¬ 
ground and popping up else¬ 
where every now and then. 
Takes ages to kill - yawn. 


A s well as appearing in the intro and cut- 
scenes, the female coordinator pops up 
before each main enemy, offering information 
about the opponent, or just general chatter. 
Believe me, after twenty hilarious "Veil done. 
Commander!" speeches, you'll be reaching for 
the 'Off switch. 


She may not be of any 


I PRACTICAL USE, BUT AT 
LEAST she's company! SADLY, SHE SERVES NO PUR¬ 
POSE AND HAS NOTHING TO SAY, JUST LIKE StEVE. 




Yes, I know 
it doesn't 
make sense... 
the game looks incredible, 
sounds brilliant, and a 
glance at the scores for pre¬ 
sentation lets you know 
that, well, there are simply 
no complaints in that 
department whatsoever. It's 
all down to some weak play¬ 
testing and the fact that no- 
one appears to have noticed 
that you can finish the game 
without really trying (my 
record for the "Hard" level 
is one hour and fourteen 
minutes!). The intro and cut- 
scenes are quite breath-tak¬ 
ing (although the live 
'humour' leaves much to be 
desired) and the in-game 3D 
graphics are some of the 
best I've seen, it's just a 
shame that you can employ 
the same tactic - the side¬ 
step and turn - to kill every¬ 
thing. Ignore the minor ene¬ 
mies, head for the big fellas, 
and even with the standard 
guns you'll come out on top 
without taking damage. 
Perfect your 'side-step and 
rotate' technique, and it's 
game over before you know 
it. The baddies are worth 
seeing as they move superb¬ 
ly, but other than that, Krazy 
Ivan is a waste of an excel¬ 
lent idea. Come on guys, get 
it right for Ivan 2, eh? 






















































REVIEW 



GAME DIFFICULTY: HARD 
CONTINUES: 3 
SKILL LEVELS: NONE 


MARCH 


£39.99 




US GOLD 


[3UmfES£^ 


CRME SPEC 


O f there's one genre of game I always enjoy watching 
I companies try to create interesting stories for, it's 
the platform game. I mean, just how do you justify 
crumbling ledges and swinging platforms for the hun¬ 
dredth time. Well here we go again, this time courtesy 
QT US Gold's Johnny Bazookatone - a ray-traced musician 
complete with cool shades, a purple quiff, a small goatee, and a gui¬ 
tar called Anita. Yes, wacky isn't it. 

The 'hip and groovy' (and probably bloody expensive!) advertis¬ 
ing would have you believe that Johnny is an awesomely cool surf 
dude and "a unique, controllable cult character", but of course it's 
really up to you to decide whether this is true or whether he's just 
another platform game character who's been cleverly dressed 
up in a 3D jacket to distract the player. Ah, but I'm just 
being nasty. Every game deserves a chance, and 
just because this is a platform game doesn't 
mean that Johnny won't be fun. In fact, if 
there was a platform game that stood a 
chance of being good, it should be 'Mr 
Bazook'. 

Apart from boasting sexy-looking ray-traced 
graphics. Johnny-boy boasts a number of levels, 
each one varying in style and design, and each 
one complete with a host of weird and interesting 
monsters to shoot. 

The only problem here is that we haven't got 
an exclusive review or a cover story on Johnny 
Bazookatone, and though I'd hate 
to bitchy, that does mean that, 
unlike other mags, we have no 
ulterior motive to give the game a 
high mark. Oh dear... 




While I can 
understand 
that pro¬ 
grammers want to exploit 
the PlayStation's graphical 
possibilities. I'm getting 
more than a little fed up 
with such advancement 
being at the detriment of 
the gameplay. With its ren¬ 
dered sprites, detailed 
backdrops and animation 
touches, Johnny Bazookatone 
is one of the prettiest plat¬ 
formers to date. The game- 
play, on the other hand, 
sucks. A tired mix of past 
efforts, Johnny is a Jack of 
all trades, but a master of 
none. It half-heartedly 
attempts puzzle ideas, boss¬ 
es, and collecting duties — 
but they are all minor events 
in a game which is more 
often frustrating than grip¬ 
ping. Basic sprite detection 
faults make this more of a 
chore than necessary, and 
relegate Bazookatone to the 
Rayman division. 


BRD GUYS 


When you get 
through to res¬ 
cuing a member 
of the band you 
can expect some 
major resistance. 

Here you can see 
two of the big buggers in action, each one dishing 
out their special brand of mayhem. The dentist 
drops from the ceiling on a huge drill, while the 
chef takes a more personal interest in matters, 
choosing to smash you with his various utensils. 
Quick! To the bouncy cake area! 


THE SPICE OF LIFE 

Not only a damn fine London pub, but what variety 
is (if you know what I mean). Yes, the one thing 


High-speed japery to be had 
here in the pipes. Apart from 
jumping over spike-filled pits, 
Johnny has to shoot levers to 
turn the massive fans off - thus 
allowing him to pass without 
being sliced 'n' diced. 


johnny can't be accused of is not chopping and 
changing from one scene to the next. Here are a 
few of the good things about Johnny Bazookatone. 


Back in the pipes again, this 
time on foot. Here the fans 
must still be manipulated via 
numerous levers, only this time 
they are used to create 
updrafts enabling Johnny to 
reach different levels. 


Johnny is called upon to bake a 
cake. By travelling the plat¬ 
forms he can shoot various 
ingredients into a central tin. 
Once completed, the rising 
dough can be ridden to leave 
the level. 



















































_ LET’S ROCK! 

Anita is no ordinary guitar. Apart from playing a mean riff, this axe 

comes complete with a number of 
extra features... 

The most simple yet most 
important feature of Anita is her 
ability to double up as a 
machine gun. You can also aim 
around Johnny to hit targets 
above and below. 


When jumping through the 
air, aiming down and firing 
creates a strong enough recoil 
to slow Johnny's descent. 
When used with the 'run' but¬ 
ton, this allows him to cover 
greater horizontal distances 
on his way down. 


Though the use of objects does 
not play an enormous part In 
Johnny Bazookatone, Anita can 
be used to suck up items and 
then spit them back out at the 
appropriate moment. Very 
handy indeed. 


By pressing the 'run' button, 
Johnnyjumps into a spin, 
twirling Anita around as he 
goes. Any baddie unfortunate 
enough to get hit will cash in 
their chips in a shower of musi¬ 
cal notes. Yeah, mixed 
metaphors R us! 


And the band played on. 


\These 

SHOTS ARE TAKEN FROM THE IMPRES¬ 
SIVE^ IF LENGTHY^ INTRO SEQUENCE. 



The man from Atlantis has noth¬ 
ing on Johnny (who, apparently, 
can hold his breath forever!) 
Here he must shoot Anita the 
guitar as a method of propul¬ 
sion as well as to clear certain 
mines from his path. Yikes. 



These drawers open sequential¬ 
ly, allowing Johnny to gradually 
hop to the top. The only prob¬ 
lem is that every other drawer 
contains monsters' arms that 
knock you back down. As you 
can imagine, this is such fun. 



Traditional platform fun to be 
had here, so no prizes for 
guessing that Sonic... er, I mean 
Johnny (d'oh!) has to jump from 
swinging thingie to swinging 
thingie. It's all in the wrist 
action. Apparently. 



Johnny 
'Bazookatone 
could very 
easily have been a right old 
disaster. Though the inter¬ 
esting graphic style is high¬ 
lighted as a selling point, it 
can actually cause problems 
when trying to differentiate 
between foreground and 
background, and is also 
often messy. The game 
teeters dangerously close to 
the 'Rayman Factor' as far as 
infuriating repetition goes, 
so don't be surprised if after 
fifteen minutes play you 
make one mistake and are 
sent right back to the begin¬ 
ning. Aha-ha, what fun. 
Variety, however, is a big 
positive for JB, and levels 
such as the air ducts, fish 
tank, and kitchen really 
keep things jiggling along 
with style. It is, unfortu¬ 
nately, the main meat of the 
game that's the weakest 
element; where aged plat¬ 
form japery is nothing new, 
and the clumsy ray-traced 
graphics add very little. It's 
just the same old platform 
business as ever, with a few 
bits of tinsel thrown in (you 
dig?). Sadly, all said and 
done, this just leaves me a 
bit cold. Oh dear, we're get¬ 
ting a reputation for giving 
average games average 
marks aren't we. Damn. 
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REVIEW 




O t was always 

i going to happen. 
I Sony's pre- 
' release hype for 
the PlayStation 
indicated a machine 
which could handle most arcade 
games with ease and also trans¬ 
port the user into a number of 
3D realms. As such, before long 
PlayStation programmers put 
the most obvious two and two 
together to mix the most popu¬ 
lar arcade genre (fighting games) 
into the 3D landscape initiated 
by Sega's Virtua Fighters. Gone, 
however, were the polygon- 
based characters of Sega's 
game. Instead, as the first wave 
of PlayStation 3D fighters 
emerged, they boasted detailed 
sprites which actually looked 
like the Manga representations 
found in the manuals. And still 
they came, only to be followed 
by wave after wave or new addi¬ 
tions to the rapidly over-crowd¬ 
ing 3D arena. 

Toshinden^ Zero D/V/de, 
Criticonij Toukon Retsuden 
Wrestling, all appeared in a mat¬ 
ter of weeks, impressing new 
owners with their wealth of spe¬ 
cial moves and graphical tech¬ 
niques. Of these, Takara's 
Toshinden won the most praise 
as it was one of the first to hit 
the shelves and was also immedi¬ 
ately playable and — more 
importantly — fast. It's days, 
though, were numbered. 
Namco's conversion of Tekken 
hit the shelves a month later 
both on these shores and in 
Japan, and quite simply KO'd the 
Takara game by being better in 
every aspect. Tekken‘s sprites 
were not only bigger, they also 
offered fuller control. Individual 
punches and kicks could be 
strung together, and combina¬ 
tions also allowed for fantastic 
throws and special attacks. 
Barely a month old, and 
Toshinden was obsolete. 
Toshinden and its many heroes 
have now returned, though, 
bringing with them new duelling 
darlings for the discerning Sony 
owner. The basic premise is the 
same, but Takara claim to have 
tightened up the game to make 
it a real contender. And Sony UK 
obviously believe there's some¬ 
thing to be said for it, as it is cur¬ 
rently lined up for a PAL launch 
in March. 





THE COMBRTRNTS _ 

As befits a sequel, Toshinden 2 adds more characters to the existing 
batch, with Eiji, Ellis and co also finding themselves equipped with 
new skills and moves. In keeping with the Japanese retentive 
attention-to-detail, each of the eleven characters comes with a full 
set of stats, ranging from their profession to their weight, age and 
blood type. 






NAME: KAYIN AMOH 

TITLE: BOUNTY 
HUNTER 
HEIGHT: 178cm 
WEIGHT: 64kg 
AGE: 23 

BLOOD TYPE: AB 
NATIONALITY: England 
COMMENT: If Eiji is Ryu, then 
Kayin is definitely Toshinden 2's 
equivalent of Street Fighter s Ken 
Masters. One of the best all-rounders^ Kaym also features a stun¬ 
ning vertical kick sequence which lifts the victim ever higher with 
every punt. 




NAME: SOFIA 

TITLE: PRIVATE 
DETECTIVE 
HEIGHT: 172.5cm 
WEIGHT: 50kg 
AGE: 25 
BLOOD TYPE: A 
NATIONALITY: Russia 
COMMENT: Balletic Sofia is even 
more agile than in the first game, 
and combines her popular spin¬ 
ning kick move with a movement which sees her skirting her oppo¬ 
nent before kicking them off the edge of the screen. Her ever-pre- 
; sent whip is also handy for distant attacks and unleashing fireballs 
. at jumping foes. 




NAME: RUNGO IRON 

TITLE: MINER 
HEIGHT: 196cm 
WEIGHT: 92.6kg 
AGE: 31 

BLOOD TYPE: A 
NATIONALITY: USA 
I COMMENT: Rungo's huge club is 
as powerful as ever, but his 
i reflexes still leave a lot to be 
^ desired. Special actions include a 
f spin which can completely drain an opponent's energy and a dive 


^ where the colossus launches himself into the air and lands head- 


! first on his foe. 















































NAMErMONDO 

TITLE: ONIMITSU 
HEIGHT: 179cm 
WEIGHT: 66kg 
AGE: 43 

BLOOD TYPE: AB 
NATIONALITY: 

Japan 

COMMENT: Armed with an 
extending Bo stick, Mondo is a 
master of the fireball. Whether showering a stricken opponent 
while descending from a huge leap or spitting them at close quar¬ 
ters, Mondo still maintains his all-rounder rank from the original. 




NAMErFOFAl 

TITLE: MAGICIAN 
HEIGHT: 154cm 
WEIGHT: 48kg 
AGE: 107 
BLOOD TYPE: AB 
NATIONALITY: 

China 

COMMENT: Fo Fai's magical abili¬ 
ties stretch to creating a huge, 

pulsing ball of energy which stuns the opponent, i nis Dan can De 
summoned while In the air, lying on the ground, or even used to pro¬ 
pel the geriatric combatant towards his nemesis. 





NAME: DUKE B. 

RAMBERT 

TITLE: LORD OF 
rHE MANOR 
HEIGHT: 190cm 
WEIGHT: 75kg 
AGE: 30 

1 BLOOD TYPE: A 
! NATIONALITY: France 
I COMMENT: Duke's main asset is 
I his huge sword which, while it inflicts massive amounts of damage, 
j makes him slow and unwieldy at times. His spinning dive move 
I (which finishes with Duke burying half the weapon in the ground) 

I can wipe out half an opponent's energy instantly. 




NAME: GAIA 

TITLE: MASTER 
MONK 

HEIGHT: 214cm 
WEIGHT: 91kg 
AGE: 40 
BLOOD TYPE: 0 
NATIONALITY: Japan 
COMMENT: Gaia Is the best of the 
larger entrants and is armed with 
the best of both worlds: fireballs and a huge sword. His special 
moves are a mixture of spitting fire and charging at full pelt with his 
sword held In front, but these leave him huge exposed - particularly 
against Fo and his huge plasma shields. 
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NAME: ELLIS 

TITLE: DANCER 
HEIGHT: 157cm 
WEIGHT: 46kg 
AGE: 17 
BLOOD TYPE: 0 
NATIONALITY: 

Turkey 

COMMENT: One of the most 
impressive-looking characters, 
mainly due to the speed with which she flits around. Armed with 
two small daggers, Ellis uses flurries of slashes to weaken her oppo¬ 
nent but, In relation to her size, her moves take a while to Inflict 
real damage, leaving her open to attack. 




NAME:EIJI 5HINJ0 

TITLE: ADVENTURER 
HEIGHT: 175cm 
WEIGHT: 63kg 
AGE: 22 
BLOOD TYPE: A 
NATIONALITY: 

Japan 

COMMENT: Every beat 'em up has 
the classic, clean cut all-rounder. 

Eiji was one of the most popular characters in the original game, and 
returns with a very familiar selection of high spinning attacks, and 
sword skills. Fast and very effective. 







NAME: TRACY 

TITLE: POLICE 
WOMAN 
HEIGHT: 164cm 
WEIGHT: 48kg 
AGE: 21 

BLOOD TYPE: B 
NATIONALITY: USA 
COMMENT: As can be expected of 
a US cop, Tracy Is suitably tooled 
up with an electric prod, body armour, and a spinning kick straight 
out of Sega's Virtua Fighter. A good combination of speed and agili 
ty, Tracy is the Ideal beginner's 
character. 




MRTT 


\ Ladies and gentlemen, you find me singularly 
J unimpressed. In honesty, I wasn't a major fan of 
Toshinden originally, simply because though it 
looked gorgeous, the actual control was a bit too frisky for my 
liking. It's one of those beat 'em ups that you can whistle 
through Just by hitting the buttons without too much thought or 
tactic. You'll also never play with anything like the amount of 
planning or style you would with Tekken or Street Fighter Alpha, if 
only because of the small number of special moves and general 
'un-linkability' of the normal moves. Tosh'2 certainly looks much 
better than the original, and the overall presentation is very sexy, 
but so what? That's easy on the PlayStation — where's the playa¬ 
bility? Perhaps one for the real Tosh 1 fans, but not for me. No. 


NAME: CHAOS 

TITLE: EXECUTIVE 
HEIGHT: 235cm 
WEIGHT: 70kg 
AGE: 35 
BLOOD TYPE: B 
NATIONALITY: Sri 

Lanka 

COMMENT: A bizarre, skeletal figure. 
Chaos looks like a paler version of Death 
- and comes suitably equipped with a 
huge scythe. A rolling attack proves an 
j effective weapon and means of escape, 
but his frame means his energy is whit- 
I tied away rapidly. 


IS MORE VERSA¬ 
TILE, AND A USEFUL DEFENSIVE TOOL, 
WHEN HE IS TRAPPED IN A CORNER, 
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[As THE Japanese are often 


TO DO, ToSHINDEN 2 FEATURES PEO¬ 
PLE DRESSED UP AS THE COMBATANTS 
IN THE INTRO, THE CAMERA SPENDS A 
TAD TOO LONG ON SOFIA, THOUGH, 


COME OUT FIGHTING 

The four facia buttons are used to effect the normal punches and 
kicks we have come to expect from the genre and, in a direct nod to 
its many rivals, Toshinden 2 also offers a series of Dpad and button 
press combinations which unveil slashing attacks and strung-togeth¬ 
er moves. For the more visually impressive special moves and evasive 
techniques, though, the L and R buttons come into play, with the R 
buttons pulling of the said moves (with both pressed together 
engaging a strange amalgam of the two) and the L buttons sending 
the character rolling out of danger. Each character is designated a 
minimum of eight moves, and anyone familiar with the original game 
or the many Street Fighter clones will be more than at home with the 
combinations on offer. For the PAL version, though, expect Sony to 



remove the R 
button moves as 
they did with 
the first game. 


TOP OF THE LEnOUE 

Taking a leaf from Tekken's book, Toshinden 2 features two boss 
characters who stand between the player and one of the rendered 
game endings. The first - Uranus - resembles an angel and protects 
himself using huge wings. In keeping with his angelic appearance, 
Uranus is armed with a Cupid-style bow which he can reload 
extremely quickly and uses to pound the player towards the edge of 

the arena. Defeating Uranus 
reveals the game's petit female 
overlord simply known as 
Master. Initially unarmed. 

Master has a number of magic 
spells up her sleeves which are 
used to summon the biggest 
sword imaginable. One hit from 
this eats nearly half of the play¬ 
er's energy, and Master cele¬ 
brates her victories by surfing on 
her huge blade. 


THE MORE THINGS CHnNGE... 

Toshinden 2 is a classic example of 'the more things change, the more 
they stay the same.' On first sight, it looks as If very little has been 
added to the code. On closer inspections, however, the characters 
are revealed to be considerably more detailed than those of the first 
game, with more detail and shading added for extra realism, and the 
number of frames used to move each fighter have been noticeably 
stepped up, too. Similarly, the victorious player is shown in a linger¬ 
ing close-up, although an action replay of the killing blow would 
have been nicer. 




With the exception of the two new characters and 
a handful of moves, the actual in-game additions are 
minimal, and the basic action still takes place in the 
raised arenas - although, for some strange reason, 
all the arenas are now square - although the back¬ 
ground detail is very impressive, with lines of prac¬ 
tising martial artists lining the walls or dark rooms 
which are illuminated by fireballs 
and cast a dim shadow on the pro¬ 
ceedings. The basic rules are the 
same as ever, though, with the 
game following the tried and 
trusted 'best of three' system, 
with things spiced up a little by 
the glowing 'Overdrive' bar at the 
bottom of the screen which acti¬ 
vates a last-ditch frenzy of moves 
when the correct combination of 
buttons are depressed. 


Takara 


^ had the per¬ 
fect opportu¬ 


nity to take on Tekken head- 
to-head. With the original 
lacking any real skill to its 
moves and often leaving the 
user wondering if they were 
controlling the fantastic 
combinations on display, 
Toshin-den 2 should have 
rectified any complaints lev¬ 
elled at it. Well, it should 
have. In-stead, what we get 
is a tired rerun of the origi¬ 
nal with a handful of addi¬ 
tions, a lick of paint to 
brighten up the graphics, 
and a couple of new bosses. 
The reason Tekken won so 
many fans over Toshinden 
was because it required gen¬ 
uine skill and timing on the 
player's part whereas the 
Takara game relied on spe¬ 
cial moves and a set pattern 
to defeat its characters. 
Once again, though, a famil¬ 
iar pattern of moves allows 
the player to bash their way 
through the rather unevent¬ 
ful rounds and even the 
addition of cool new charac¬ 
ters like Chaos and Uranus 
fail to lift this above aver¬ 
age. We've come a long way 
since the original Toshinden 
as Tekken, Criticom and Zero 
Divide will testify — it's just 
a pity nobody told the pro¬ 


grammers at Takara. 
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t seems there is a 
God after 
Locked away in 
high-security 

_ MW prison for hacking 
j into corporate com¬ 

puter networks^ Zak has 
been given a second chance. The 
Free World Alliance has agreed 
to let him go^ on one condition - 
he must infiltrate the lair of a 
power-hungry megalomaniac 
who's threatening to destroy the 
world. Briefed on a mining rig 
located in the middle of the 
ocean^ Zak is informed he must 
face the mission ahead alone. 
Although aided by advanced 
weaponry and combat transport^ 
the FWA will deny all knowledge 
of his existence should he fail. 

Assuming direct control over 
cyber-saviour Zak^ your first 
challenge is to take out the 
enemy fighters that attack as 
soon as you step foot on the rig. 
Cyberia is a mixed bag in terms of 
gameplay^ this first section 
being little more than a dated 
shoot 'em up in which Zak mans 
the defence lasers to halt the 
attack. The next challenge is 
slightly more exciting and 
indeed impressive - navigate the 
rig's maze of corridors in search 
of his one-way ticket to free¬ 
dom, the TF-22 fighter aircraft. 
Of course, nothing is quite this 
simple, as the rig is crawling with 
hostile guards and the plane has 
been booby trapped. Before Zak 
can even begin to tackle his mis¬ 
sion he must deactivate the det¬ 
onator which triggers the stash 
of Semtex strapped to the 
undercarriage of the TF-22, flick¬ 
ing switches to solve the (literal¬ 
ly) mind-blowing puzzle. 

And so the game continues, 
seamlessly combining life- 
threatening action sequences 
with well-constructed brain 
teasers. Certainly, Cyberia is var¬ 
ied but then so is a box of choco¬ 
lates. Let's just hope Interplay's 
delicacy is just as sumptuous. 





Some of the puzzles in Cyberia 


During the course of Cyberia, Zak must solve a selection of different mind puzzles, from the simple dis¬ 
arming of the bomb on the TF-22 to the considerably more difficult bulkhead door that must be manu¬ 
ally opened by hacking into the digital door lock. To help solve the puzzles, Zak is equipped with a pair 
of BLADES, bio-optics that allow the wearer to see in three different light spectrums: infra-red, mag¬ 
netic resonance imaging and bioscan. The first obviously detects traces of heat, while magnetic reso¬ 
nance imaging allows you to ^look through' an object, thus revealing the internal workings of a door 
lock and other mechanisms. The bioscan is excellent for picking up minute traces of organic matter, but 
otherwise is useless. But how are they used? Easy. For example, to determine the numbers which acti¬ 
vate a locked keypad, use the thermal scanner 
to detect which keys have been pressed and are 
therefore warm. The warmest is obviously the 
last digit to be pressed, the coldest being the 
first number to tap in. Simple, eh? 


ARE PARTICULARLY EASY, LIKE CRACK¬ 
ING THE CODE FOR THE KEYPAD, 

However, breaking through the 

PERIMETER DOOR LOCK IS CONSIDER¬ 
ABLY TOUGHER, 


COMliAENT 


^Tiyd] 


Oh dear. If you were to strip away Cyberia's movie sections I have a feeling the 
game would be over in minutes. In between wandering the many corridors and 
laughing at the inflexible characters within, a handful of shoot 'em up sections and 
roughly half a dozen puzzle bits occasionally give the player something to do. Granted, Interplay 
have weaved these into an interesting plot which the player has a modicum of input over, but the 
interaction is so limited that its easy to skip over plot details in favour of some instant arcade satis¬ 
faction. Cyberia offers a typical 'save the world, get the girl' scenario and this throws up some 
interesting plot details (getting the girl creates resentment, for example), but it all plods along at 
such a snail's pace that interest wanes and boredom soon sets in. Interplay have bravely tried to 
move away from FMV 'interactive movies' but the light-sourced character used adds an unwanted 
comedy element, and it falls to the gameplay to offer any lasting appeal. As I said earlier: oh dear. 
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The ACTION stages 


_I ARE QUITE EASY 

AS THE ENEMY FOLLOW SIMPLEj PRE¬ 
DETERMINED ATTACK PATTERNS. 


TRRCET LOCKED 


Under normal circumstances the TF-22 is fully auto¬ 
mated, but guess which sap picked the broken one? 

Yup, Zak's craft will competently fly by itself but the 
weapons system has short-circuited and must there¬ 
fore be controlled manually. Controlling the cursor 
with either the joypad or, more easily, the Play¬ 
Station mouse, simply aim up and let rip. Targets are 
highlighted by yellow boxes while friendly units are 
surrounded in blue, so a careful aim is essential to 
success. Limited energy supplies prevent continuous 
fire and of course the TF-22's shield will only last for 
so long before the hull becomes damaged and ship 
performance begins to tail off. Thankfully these 
shoot 'em up sequences are short, the action broken into more 
manageable segments by rendered cutscenes. 



TOO, UM, LIMITED 


During the game you'll have to make decisions 
which will affect the outcome of the game. A prime 
example of Cyberias split paths is at the beginning 
of the game, when Zak has the opportunity to play 
tonsil hockey with Gia. Turn down the girlie's 
tongue sandwich and you'll be escorted safely to 
the TF-22, but choose get off with her and you'll be 
attacked by Santos' guards. Pah, how was you sup¬ 
posed to know she was the big bosses' fiance? 
There are also two routes into the Cyberia com¬ 
plex, either through the ventilation shaft or by 
hacking into the security system and disabling the 
hefty blast doors preventing you from entering. 


Having reached the icy wastelands of northern Russia and the 
Cyberia complex, most of your time is spent exploring the maze of 
corridors in search of Santos' doomsday device. Unlike Alone in the 
Dark, Zak isn't completely free to walk wherever he wants, and is 
limited to moving between 'hot-spots' dotted around each location. 
Using the Dpad, Zak can be moved to face any of adjacent hot-spots, 
nudging forward to walk to the next point. While this 
cuts down on hours of aimless wandering around by 
highlighting just the points of interest, it occasionally 
feels as though you don't have complete control over 
Zak - a little more versatility would have made 
Cyberia considerably more interactive and absorbing. 




Cyberia is a 
classic 
example of 
the interactive movie - 
smart, stylish and entertain¬ 
ing, but far from interactive. 
Scrape away the cosmetic 
gloss and you're left with a 
very basic game indeed. The 
shoot 'em up sections are 
painfully easy, the enemy 
following simple pre-set 
attack patterns so the 
chances are you'll breeze 
through the onslaught with¬ 
in a few minutes. The puz¬ 
zles are enjoyable, but they 
are scarce. During his adven¬ 
ture Zak will face no more 
than half a dozen brain 
teasers, which is a great 
shame as they provide much 
needed variety. The 3D 
exploration sequences are 
varied to some extent, lit¬ 
tered with action sequences 
which are both challenging 
and frustrating. Emerging 
from a vicious gunfight 
when you're outnumbered 
four-to-one is a challenge, 
but after dying for the 
umpteenth time it gets a bit 
tedious. Cyberia is reward¬ 
ing enough to keep you 
playing for a few hours, but 
eventually even the 
cutscenes become unim¬ 
pressive. Ultimately a 
flawed and all-too limited 


'interactive' experience. 
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emember that 
really naff James 
Bond movie, 
where some guy 
lives under the sea 
and hides nuclear sub¬ 
marines inside the bow of a huge 
ship? Yes, okay, so that could 
actually be just about any James 
Bond movie, but you know the 
one I mean. Bond then has to use 
the crews of both British and 
America nuclear subs to rescue 


everyone, defeat the villain and 
shag the girl. 

Well, the basic storyline 
behind in The Hunt is a bit like a 
bad Bond movie as well, only 
here, you get a couple of really 
big monsters chucked in for 
good measure. Not a mere shark, 
or even a squid like Bond would 
fight, but King Neptune, God of 
the Seven Seas (can you be a 
God and a King?) along with 
some larva-lickin' deep fried sea- 
snakes. What you have to do 
now is to imagine that Bond is 
running your nuclear sub and 
with his usual gung-ho attitude, 
takes it into dangerous waters, 
confronts the enemy (the Dark 
Anarchy Society, a name that is 
both pure Bond and pure crap) 
and wins the day. Or at least, 
that's the general idea. 

Something that neither Bond 
nor any other heroic secret agent 
(Bodie and Doyle, Steed and 
Purdey, Starksy and Hutch, Miss 
Marple et al) ever seem to suffer 
from, lucky bleeder that he is, is 
sea-sickness. I do - I hate boats 
at the best of times - so the idea 
of having my stomach churned as 
bombs, missiles and ice beams 
rock my sub from side to side 
doesn't turn me on at all. 

Nah, it's far more fun just to 
sit back and watch this little sub 
going up against the entire 
massed might of DAS, pretend 
James Bond is inside and watch 
him save the world by sinking 
the other sods. Great! 





Tearing the place apart.] 


Two OFFERS THE BEST OPPORTUNI¬ 
TIES FOR WANTON DESTRUCTION AS 
YOU BLAST PLANES, TRAINS AND 
AUTOGYROS TO PIECES. YOWSAH! 


It's behind you! 


h Of 


Well, red or blue submarines to be honest. Now, Player One gets to 
be Tony Blair while Player Two puts up with being Johnnie Major and 
yet, despite this, your sub is well armed and intelligent. Regardless 
of whether the enemy sneaks up from above or below, your sub will 
either launch sea-to-air missiles or drop depth charges - both are 
equally destructive and enormous fun to watch as those DAS guys 
sink amidst flames and flashes. Actually, can something burn under¬ 
water for that long? Nah, but who cares? You also launch forward 
missiles to wipe out enemy subs, dropping missiles on various other 
underwater DAS nasties including walkers, scouts, and batteries. 

One thing to beware of though, are those mines moored to the 
seabed. Oh, it may look like fun to blast 'em, but they have a habit 
of spewing out mini-mines that your missiles simply can't destroy. 

So it's best to dodge the big 'uns, because if you don't, avoiding the 
resultant little buggers is not easy. 

Although you pick up fairly strong shields by collecting floating 
treasures, if you are destroyed, you automatically become invincible 
on re-creation for about five seconds. This is extremely useful 
because, apart from helping you cheat, you can just go forward, 
crash into everything and destroy them all. Likewise, the shielding is 
very helpful if you want to speed up destroying the Boss machines at 
the end of each level - just plough into their engines Kamikaze-style 

and, although 
you might have 
to be prepared 
to sacrifice a life 
or two, it's very 
satisfying in¬ 
deed to watch 
'em flounder for 
a while and then 
sink and fall 
apart. Splat! 


INTO THINKING THE LEVEL TWO BOSS 
IS DEAD WHEN IT LOOKS LIKE THIS. IT 
ISN'T DEAD UNTIL IT'S IN LITTLE 
PIECES. Very LITTLE pieces! 


C STEVE j ] 


In The Hunt 
may be a 
very old idea 
that wouldn't look out of 
place on a Super NES, but so 
much is going on and there 
is so much to shoot that its 
limitations are soon lost in a 
sea of things to shoot. Okay, 
so we're in familiar territory 
here, but In The Hunt is a 
playable blaster which mixes 
loads of, er, blasting with a 
handful of neat new tricks. 
Blowing holes in train 
tracks, working the way 
through ice beams, and 
blowing a trail through 
sunken skyscrapers is a nice 
break from dropping mines 
and firing torpedoes, and 
the bosses are inventive and 
tough. If there is a fault with 
In The Hunt, though, it isn't 
its simplicity or dated 
nature — it's that it is far too 
short. The six levels hold no 
real enemy surprises and are 
quite short, so blasting a 
trail to the final mystery 
level is far from taxing 
(despite Gary being shite). 
Average, but more than 
playable fare. 


YELLOW SUBMARINE 










































__ COME TOCBTHf^:r _ 

Each level ends with a huge bog-off underwater level, but while they may be a major problem, 

equivalent of a Juggernaut. Or a monster. they're certainly not the only ones, as the follow- 

Defeating them is the only way to get to the next ing little panorama will show. 



MISSION STAGE ONE 


The cold depths of the South Pole is 
where your mission begins. A few subs 
and aircraft are hardly much of a prob¬ 
lem, but there are two major traps. 
First are the ice beams from under the 
ice, then there's a massive golden sub 
with destructive tendrils. Despite 
being the initial level, this is one of 
the most difficult (and frustrating) 
Boss machines to get past. Good luck. 



MISSION STAGE TWO 


Have fun with this, breaking the sur¬ 
face and just blasting away at the 
planes, 'copters, ships and, eventual¬ 
ly, train that are servicing the 
Dockyard. The Boss here is a massive 
crab-shaped thing with enormous 
spot-welders that vapourise you on 
contact. And when it seems dead, two 
massive appendages drop down and 
re-boost it's firepower. Nasty! 



MISSION STAGE THREE 


The ruins of Atlantis are easy enough to 
Neptune wakes up. Not only does he 
smash upwards (as must you) but he 
grows a couple of extra, rocky, arms! 
Useful for him, but not you. When you 
get to the top, let the falling masonry 
land on his head and in true Dario 
Argentino-style, his face is torn off and 
his eyes float out. And detonate on 
contact! Yup, this god has a lot of 
spare eyes it seems, but once his head 
has finally exploded, you're safe. Yurk! 


get through until 



MISSION STAGE FOUR 


Once upon a time, this was a city, but now it's sunken and rot¬ 
ted away (you know, like that ridicu¬ 
lous sequence in Waterworld). Dodge 
the missiles, blow away fallen bridges 
and get pick- ups from inside the dev¬ 
astated tower blocks. It might seem 
easy, but beware; there are more 
mines here than ever before. Enter the 
twin Boss machines, with their super¬ 
sonic tractor beams for sucking you 
into their engines. Slurp! 



MISSION STAGE FIVE 


Deep Into volcanic magma of Earth, 
not only must you avoid the larva 
swamps, but there are long, winding 
and extremely invincible sea snakes. 
Very beautiful but bloody nasty, the 
only way to cause any damage is to 
shoot them in the mouth, and your aim 
has to be bang on. Honest. Absolutely 
spot on. Bullseye. Yeah, right. 


MISSION STAGE 5 X 


Help, I never got this far! But then, I'm crap! 


Mi util li yM 



cnRY 


Okay, to 
explain. Tm 
fairly new to 
all this gamepiaying. Con¬ 
sider me the voice of all you 
PlayStation owners who've 
never had a console before - 
this is your very first game 
and you're wondering how 
everyone else you know 
gets through games like this 
in ten minutes, and it's tak¬ 
ing you three hours! That's 
how I feel sitting here with 
the rest of the PSP team. 
That aside, I rather enjoyed 
In The Hunt, simply because 
it's just a great shoot 'em 
up, with unlimited firepow¬ 
er, a good supply of lives 
and enough frustration to 
make you go "I'll get those 
snakes next time" rather 
than "God, I'm bored of 
this, let's go back to /?ay- 
man'\ The best recommen¬ 
dation I can give is that it's 
a lot of fun. But beware, the 
straight-forward conversion 
from the Coin-Op means 
that the PlayStation is hard¬ 
ly strained, nor is the pad 
made much use of and the 
Heath Robinson-style ani¬ 
mations are a little hard to 
follow sometimes. Overall, 
it's not too demanding but 
if you've just got a Play¬ 
Station for Crimbo, then this 
is as good a game as any to 
get used to it with. 
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CRME SPEC 


r GAME DIFFICULTY: AVERAGE 
I CONTINUES: N/A 

I SKILL LEVELS: N/A 


FEBRUARY 



ollowing the 
I rather disap- 
' pointing PCA 
Tour '96, armchair 
golfers are invited to 
tour the exclusive Hyatt course^ 
normally located deep in the 
heart of the US of A. With the 
binary sun (permanently) shining 
in the blue pixilated sky, US 
Gold have recreated the course's 
eighteen holes, and invite the 
player to bring along some 
mates in the quest for a hefty 
cash prize or the glory of a hand¬ 
icap Nick Faldo would give his 
new birdie for. 

World Cup Coif uses the stan¬ 
dard third-person view, with 
every shot seen from directly 
behind your on screen alter ego. 
Via a series of icons, key aspects 
to a successful swing — stance 


positioning, gripping the club, 
angling the body, etc — can be 
positioned, while a wind bar 
details if a cross breeze should 
also be taken into consideration 
in the run up to the shot. Follow¬ 
ing all this inaction, the shot is 
finally taken, and the game be¬ 
gins. Novice players can opt to 
have the clubs chosen for them 
by the CPU, while bloody know- 
alls who probably go out every 
Sunday morning and play the 
real thing, can select their 
woods and irons at the start of 
the round and make do later. 
With a set of clubs duly select¬ 
ed, the game begins with an 
authentic American commenta¬ 
tor offering advice and tips on 
the holes, while following the 
player around with off-hand 
comments on their shot style 
and overall performance — 
'that's a disastrous round' will 
be an oft-heard comment at 
first, mark my words... 




SLICE OF LIFE 


The game's developers. Arc, have gone out of 
their way to make World Cup Golf as comprehen¬ 
sive as possible. With the eighteen Hyatt holes 
recreated in full, playing the game also allows 
the user the options available to a real pro. 

When lining up a shot, pressing the square 
button pulls up a menu displaying icons used to 
redirect the shot, change the sprite's stance, 
and alter the area where the club will strike the 
ball — allowing the user to effect chips over 
seemingly impassable obstacles. 

Initially, newcomers to World Cup Golf are 
advised to get to grips with the practice mode 


which automatically selects the best club for the 
job, and places a marker on the swing strength bar 
for the correct distance. However, hardened play¬ 
ers have the option to go it alone, with the CPU 
inviting them to select their clubs at the start of 
the round, and offering no help or shot 
direction/power Information whatsoever. 







STRYINC THE COURSE 


The Hyatt circuit is a mix of long and short courses, with the 
player faced with evilly-placed water hazards, rough grass and 
bunkers. Graphically, World Cup Golf is leaps ahead of EA's PGA 
Tour, with the water shimmering realistically and the courses 
generally more detailed. But in terms of extra touches Arc have 
left die-hard players sadly wanting. A little more help on the 
putting green would have been nice (a grid to detail the bumps 
and slants, for example), and on hitting the ball from the bunker 
with a Sand Wedge from thirty feet directly into the hole, the 
chance to save - or at the very least - replay my finest 
moments would have been appreciated. 



























































PUTTING IT neOUT 



IPUTTINC USES ANOTHER POWERBAR. 


If the shot is from 8 yards, a 

SCALE 0F0~16 is SHOWN, WITH THE 
PLAYER GUESSING THE TARGET AREA 
TO BE SOMEWHERE IN THE MIDDLE, 


If Stepping on to World Cup Golfs binary greens is a little too daun¬ 
ting, Arc have added a comprehensive practice mode whereby the 
player is invited to try their luck on any of the game's holes. 
Similarly, if your swing is a bit rusty or you're having trouble judg¬ 
ing long distance putts, there are driving ranges and putting 
greens to improve your technique. With your skills in place (World 
Cup Coif even offers a handicap system), and seeking a worthy 
challenge. World Cup Coif has a 'Quick Start' mode which gives the 
player a free ruin of the holes with no competition, or a series of 
tournaments against a selection of CPU-controlled players. By far 
the most challenging mode, though, is the old American favourite: 

The Skins 
round.Each 
hole is accord¬ 
ed a cash bo¬ 
nus, with the 
first person to 
sink the ball 
grabbing the 
readies. The 
later holes are 
worth an abso¬ 
lute packet. 



For THE NOVICE, 


_ I THE CPU SELECTS 

THE BEST CLUB FOR THE JOB. MORE 
ARDENT WOULD-BE PROS WILL 
OPT TO PICK THEIR OWN 
CLUBS, HOWEVER. 

Only TO REGRET IT A 
BIT LATER... 


PRftCTlCE HOLE 5 

9H0T 6 PUR n 


fcS&fiitiLL-.'it ’ 


CaMMENT 


Regular readers will no doubt be aware that Tm 
^KilLuMfl^not a great fan of golf sims finding them noth- 
^"™"""^ing more than attractive reactions tests. World Cup 
Coifs however, is a very pretty reactions test, and as such, proba¬ 
bly one worth owning (if that's your cup of tea). There's nothing 
we haven't seen before, but the in-game graphics are jolly nice, 
and apart from the green being a bit featureless and the hole 
being the size of Lancashire, there are no real 'silly' problems to 
moan about. As always, the value of a game like this boils down 
to how much fun you think you can have pressing a joypad button 
when a moving ball is over the right place. As for me. I'd rather 
play a real game. Sorry, that's just the way I feel. 




COMlUiENT 


t STEVE jl 


Following 
the disap¬ 
pointment of 
PCA, I find myself preferring 
this US Gold entry to the 
golfing genre. Graphically, 
and in terms of features. 
World Cup Colf\s excellent, 
with water hazards rippling 
realistically as the player 
alters their stance, changes 
the club and positions 
where they want to hit the 
ball. However, in terms of 
in-game 'frills', US Gold 
have missed a number of key 
chances. First of all, there's 
no replay mode so if you 
ever sink the shot of life¬ 
time you can't gloat over it 
time and time again. Sec¬ 
ondly, while putting is a 
matter of judging a strength 
bar, the green graphic gives 
no indication of the lumps 
and bumps it may contain. 
These problems aside. World 
Cup Go/f currently fills my 
golfing needs admirably. 

The shots are realistic, the 
sampled commentary is un¬ 
obtrusive), and the courses 
often taxing and requiring 
lateral thinking. In terms of 
lasting appeal, however, this 
doesn't have what it takes, 
and though I am happy to re¬ 
turn to it occasionally, I still 
have an eye open to what 
delights Gremlin's Acti/a Coif 
has in its plus-fours. 
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ersonally, I blame 
i John Carpenter^ 

I Jamie Lee Curtis 
and Donald 
Pleasance. With 
their bloody excel¬ 
lent HaUoween film (the original, 
not the sequels!) they made 
"woman trapped in lonely house 
with something creeping up 
behind her" movies fashionable. 
Of course, for every good film in 
that genre, you get ten times 
more really lousy ones (the 
Friday 13th series springs to 
mind). Only A Nightmare on Elm 
Street really comes close to 
repeating that kind of tension. 
And so Acclaim and Warp have 
created D (formerly D's Dining 
Table), which follows the same 
basic idea. Daddy (who might as 
well be Donald Pleasance) has 
gone berserk in the Los Angeles 
City National Hospital. The 
police are baffled (aren't they 
always?) and believe that the 
only person who can help is mad 
Dad's daughter, Laura Harris - 
based. I'm convinced, on a young 
Cybil Sheppard. And so Laura 
enters the hospital, gets sucked 
into an extra-dimensional 
whirlpool and wham, bam thank- 
you ma'am, she's somewhere 
else. This particular somewhere 
else is an old castle with lots of 
oak panelling, stone staircases 
and secret doorways. 

So, what secrets can Laura 
learn about psycho Papa? Are 
the answers buried deep in her 
own psyche? And exactly how 
does phantom Father manage to 
send weird warnings to her, via 
the same device that Zordon 
uses to talk to the Power 
Rangers, it would seem. 

And the biggest question of 
all that Laura must answer? Why 
is the game called D? 





Flashy graphics, neat animation and a beautiful 
babe-in-a-short-skirt- and-tight-sweater aside, D is 
essentially nothing more than a humourless Scooby 
Doo adventure. With Laura as a sort of glam version 
of Daphne and her Daddy no doubt 
preparing to say "And my plan 
would've worked if it wasn't for 
you pesky kids", you begin to sus¬ 
pect every suit of armour or paint¬ 
ing you encounter. Will they sud¬ 
denly come to life? Will eyes follow 
you, or axes fall In your path? Only 
the blood-soaked (and do I mean 
soaked) corpses in the present-day LA National 
remind you that Daddy is a nasty git with less 
morals and loyalty than a Tory 
politician discussing the Nolan 
report and despite Daddy's warn¬ 
ings, Laura really mustn't trust the 
old bast'. 


No MATTER 


I HOW MUCH YOU HUC HtM, 

Laura, you can't avoid the fact 

THAT DADDY IS A MURDERINC CIT! 


SCOOBY-DOO, WHERE RRE YOU? 


DO YOU DRERM IN COLOUR? 


Once upon a time my grandmother had a lovely 
golden brooch in the shape of a flying insect. I 
remember being quite fascinated by it (hey, I was 
young...) because the wings used to flip open 
revealing a gold watch. 

Now, I mention all this for no other reason than 
the fact that D features what looks like an identi¬ 
cal insect brooch as a main feature of its story. It 
can be found absolutely anywhere within the 
game - in draws, on a table, crawling along the 


floor and, equally fascinated, Laura tries to pick it 
up. Then it glows and whammo - Laura's into a psy¬ 
chedelic experience that makes an acid trip look 
like a walk through Tescos. As Laura gasps and 
gyrates in surprise, she sees flashbacks of a woman 
in a horrible sweater wearing the brooch and eat¬ 
ing a slab of meat. As the game progresses this 
poor unfortunate gets knifed and is left oozing 
blood all over the nicely carpeted floor. Flashing up 
all subliminal like, is the letter D. Like, wow man! 



































ROOMS WITH BRITTLE VIEWS 

Spread over three discs, Laura's exploration of the castle is in three distinct segments. 


DISC ONE: THE GROUND LEVEL 

Lots of nice silverware can be found in the dining room which, if noth¬ 
ing else, proves that Laura's morals are impeccable (I'd have swiped 
the lot and flogged it cheap down the market) but keep an eye on the 
soup bowl. Not only is it a handy receptacle for the blood dripping 
from nowhere (!) but it's useful later when discovering one of Daddy's 
secret codes. The room also contains a locked door, a nice fireplace 
and occasionally Daddy's head will float around to warn Laura not to 
go any further. She ignores him naturally and heads off to explore the 
barrel room. She'll want to get across the room to the next doorway 
but can't because of the Iron Maiden-like spikes. No problem, just 
solve all the various number puzzles on this level and she can head for 
the cellar. But, beware the Indiana Jones giant rolling ball which leads 
you to; 



DISC TWO: THE LDWER R0DM5 AND TURRET _ 

A funny place to have a bed chamber I'll wager, but then I'm not 
weird enough to live in a castle. A pretty painting is worth a look 
and if Laura can gain access to the library, be prepared for a bit of 
grave robbing. Apart from that, it's the old chestnut of a sliding 
bookcase and she's into the tower room. Turn the dial and Laura 
finds herself in a variety of differ¬ 
ent locales on different levels, 
including a very ornate garden. By 
the way, before you start, learn the 
astrological symbols that represent 
the signs of the Zodiac or Laura 
could be in deep water. 

DISC THREE: RDOM AT THE TOP 



Having defeated suits of armour, 
spiked treasure chests and learned 
astrology, Laura might well be in 
the mood for a bit of relaxation, 
now. No way, Jose! After a nice 
climb up the outside of the castle 
in the dark, she enters a tiny shut¬ 
tered window and scrabbles 
around in the dark, ignoring 
Daddy's quite bizarre rantings (you 
also learn why the game is called D 
on this level, if you haven't already 
worked it out). Fumbling along the 
dark corridor, Laura - probably 
more through luck than judgement 
- confronts a bizarre clockwork 
puzzle which, when solved, leads 
towards a final confrontation with 
Mister Mad Murderer. And then it 
all becomes a case of... oh, find out 
for yourself! 




STEVE 


D is a very brave slant on the ageing adventure 
theme — and for me it worked. To an extent. 
While D does indeed drag the player into its dark 
scenario with its utterly superb graphics and simple puzzles, the 
mystery doesn't last long because the game is fairly short. 
Despite the game coming on three CDs, the adventure is easily 
completed within the two hour time limit once a basic grasp of 
the controls has been achieved. For example, with so few objects 
for our heroine to collect, it soon becomes apparent that illogical 
things like a ring will open a door. That said, some of the puzzles 
- the statues, for example - had us scratching our heads for a 
while, and the general look of the game is enough for people to 
stop and join in the quest. By no means the perfect adventure, D 
is a step (albeit a short one) in the right direction. 



DIRL-n-WOTNOT 


As Laura progresses through 
each level she can find things to 
help her. Some can only be 
used once and disappear. Those 
that don't may or may not be 
necessary later. 


KEYS 


There are two of 
these, a jew¬ 
elled one and a 
golden one. 
Without these 
you won't get 
very far. 




WEAPONS 

The gun is very 
helpful indeed, 
and is some¬ 
thing that 
promises more 
than one use. 
The sword, how¬ 
ever, isn't 
everything you 
might think. 



COMPAQ 

This gives cryp- 
tic hints about 

each level, but | j 

can only be used 

three times. On 

it's final applica- 

tion, it shatters, showering 

Laura with fragmented glass. 




CHRYll 


Hmmm, 
what to dis¬ 
cuss first, D's 
flaws or its successes? 
Frankly, they balance each 
other out and after finishing 
I felt some degree of satis¬ 
faction at having done so. 
But, oh dear, getting to the 
end was such a chore. The 
biggest criticism I can level 
at the game is simply it gets 
very tedious. Puzzles are all 
very well, but when exasper¬ 
ation takes over, you know 
you're onto a loser. The 
clockwork one is infuriating 
and the dial-a-number relies 
on constant precision that, 
because of the speed the 
numbers whizz round at, is 
hard to maintain. That aside, 
with each puzzle solved, you 
move on fairly rapidly to the 
next section. Only Disc Two 
has anything approaching 
total crapness when trying 
to access each area from the 
turret. The laborious 
method of doing so over and 
over again gets aggravating. 
What is good about D is the 
animation and after a couple 
of aborted starts, I began to 
realise how addictive D has 
the potential to be. There is 
more than one ending, 
which is just as well because 
otherwise it would appear 
to be a game that you only 
play once and chuck away. 

















































REVIEW 



Ithough Namco's con- 
(^M n 1?^ version of Ridge Racer 

R^I indeed mmil 

VW n mf/ ' —--- 

Station's premier titles^ it still isn't 
the arcade perfect racer it claims to 
be. An excellent flagship title for the machine it 
may have been^ but Ridge Racer isn't without its 
flaws. After alU you can only race around the same 
old track for so long without losing interest. 

Namco's return to the race track is more impres¬ 
sive than its debut; its second coming being an all- 
new arcade racer rather than a straight conversion 
of Ridge Racer 2, Practically identical in presenta¬ 
tion and style to the original^ Ridge Racer Revolution 
offers a handful of improvements over the first 
game^ the most obvious being the introduction of 
an all-new course. There are also new speedsters to 
discover^ including the awesome Angel car that is 
only available to the very best drivers. Then there's 
the two-player link-up game. Namco has at last 
included what is really an indispensable option^ 
and Ridge Racer Revolution is all the better for it - 
at least now WipeOut isn't the only decent racing 
game for two players. 

Ridge Racer's presentation has been cleaned up^ 
too. The background clipping has been dramatical¬ 
ly improved so distant objects rarely just pop 
instantly into view. Game speed has also been 
cranked up^ and Ridge Racer Revolution is arguably 
faster than even WipeOut when driving any of the 
devil cars. 

But is Ridge Racer Revolution more than just an 
expensive extension of the original game? At the 
moment it's only available on import and won't be 
available officially until mid 1996, so will you pay 

_ up to £70 for what is essentially a 

couple of extra 
tracks and 
cars? 


EVERYTHING WE DO 


The RT Ryukyu grips to the track like glue, 
the RT Yellow Solvalou has excellent accel¬ 
eration and the Blue Solvalou sacrifices 
handling for top speed. Another eight cars 
are accessed by completing the Calaga '88 
sub-game as Ridge Racer Revolution loads 
up, but even these extra cars are sluggish 
compared to the secret vehicles hidden 
deep within the game. 


What, only four cars!? Well yes, and no. 
There are just a few roadsters to choose 
from. The F/A Racing car is the best all- 
rounder, offering a balanced match of 
top speed, acceleration and handling. 


GAME DIFFICULTY: MEDIUM 
CONTINUES: MEMORY CARD 
SKILL LEVELS: 3 


OUT NOW 


IMPORT 


NAMCO 











































THE MRIN COURSE 



Like the original game you can initially only race on a single track in 
Ridge Racer Revolution. Unsurprisingly there are three variants of the 
course, from the short and simple novice track to the infinitely more 
challenging expert circuit. As the difficulty level increases the 
advanced track splits off from the novice circuit, winding along the 
edge of towering cliffs and around the fiendishly difficult Heihachi 
corner. Reach the expert level and you'll have to squeeze through 
canyons and chi¬ 
canes before 
scooping the vic¬ 
tory cup. 



COMMENT 



Much of Ridge Racer Revolution's impact is a little 
bit diluted with me, simply because Tve played 
the original Ridge Racer to death. First impressions 
are, however, excellent, with improved speed, graphics, cars, 
and general play. I'm an 'external view' player, so the mirror is a 
bit wasted on me - and this is a real shame when in link-up as I'm 
instantly at a disadvantage against an 'internal view' player. The 
new tracks are groovy, although I can't help but feel that just 
reversing and mirroring the tracks while calling them "extra" is a 
bit of a swizz (why not just include more tracks?) Being able to 
revisit the old tracks for link-up fun is a nice inclusion, though 
you have to wonder why they didn't include the feature in the 
first version. Anyway, RRR is an excellent racer, but owners of the 
original might possibly feel ripped off paying a second time for 
what I feel could so easily have been included first time round. 




{Select the 


HIDDEN EXTRRS 


Win all three races and you're treated to a brief victory sequence 
before being dumped back in the driving seat and challenged to 
race on the same three circuits, only in reverse. Okay, so the mirror 
mode isn't a novel idea but at least it offers a little variety and 
adds much needed longevity. The 
original Ridge ^acer circuit is also 
hidden in the game, appearing 
when the two-player game is 
accessed. This circuit can also be 
driven in reverse, essentially dou¬ 
bling the total number of track 
variants to 12. 


SPECIALS AND 
CIRCUITS ARE 
REVERSED, 



RTBLUESOIVALOU 
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RNCEL DELIGHT 


COMMENT 




Ridge Racer Revolution offers two brand new 
vehicles, although these are not available until 
you've proved yourself on the race track. By 
completing ail three variants of the track, both in 
normal and reverse mode, and then entering the 
novice time trials you will race against two cars - 
the standard RT Yellow Solvalou and the first 
devil car. Win the race and you'll be able to race 
in the 13th Racing speedster. Next, complete the 
advanced time trials and access to the 13th 
Racing Kid becomes available. Eventually, if you 
emerge victorious from the expert time trials, 
drive the super-fast White Angel. 




MIRROR, MIRROR,.■ 

Another of Ridge Racer Revolution s new features is 
the addition of a rear view mirror. Obviously only 
appearing on the in-cockpit view, the mirror allows 
you to block any cars attempting to over-take, and 
is especially useful in the smart two-player game. 



YOU RND ME 


Ridge Racer Revolution's two-player mode is 
excellent, proving more immediately accessible 
than WipeOut. Enter a race and you'll compete 
against computer drone car as well as your human 
opponent, while selecting the verses mode starts 
a straightforward head-to-head race. 


SMHSHIN' OR CRSH-IN? 

Although Ridge Racer Revolution is very good, it's 
difficult not to dismiss it as just an extension of 
the original rather than a completely new game. 
Admittedly it looks better, just a take a look at 
the two comparative screen shots below, but is it 
worth an extra £70? Maybe a more logical idea is 
to wait for the game's official release in the sum¬ 
mer of'96. 



Revolution is graphically more impressive, using 

COLOUR MORE SUBTLY. 






Technically 
it's very dif¬ 
ficult to find 
fault with Ridge Racer 
Revolution. The game is 
undeniably an improvement 
over the original, being dra¬ 
matically faster, smoother 
and more polished. Many of 
the graphical imperfections 
have been ironed out too, 
the clipping being the most 
obvious visual enhance¬ 
ment. Also, more has been 
made of the light cycle, so 
while the sun sets over the 
horizon during one lap, the 
next you'll be driving 
through darkness. The new 
course is, in my opinion, bet¬ 
ter than the first track 
(which is also hidden in this 
game). However, if you've 
forked out for the original, 
then Ridge Racer Revolution 
doesn't offer that much 
extra, at least not for £70 
which is, on average, what 
you'll pay for it on import. If 
you don't already own Ridge 
Racer then buy this - it's 
quite simply the best arcade 
racer available. If you've 
already got the original then 
I suggest you wait until the 
game is officially released - 
six months may be a long 
time but surely it's better to 
wait than splash out an extra 
£30 on what is essentially an 
extension of the first game. 






































ACTION REPLAY GIVES YOU THE 
POWER TO PLAY YOUR FAVOURITE GAMES ^ 
TO LEVELS YOU NEVER KNEW EXISTEDl^ 
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Ridge Racer 

Race on all tracks forwards 
& backwards. Sokrct AU 
cars indwding th* secret 
Black Griffin cor. 

Destruction Derby 

Your car receives no 
damage 

Kileok The Bbod 


Wipeout 


Rayman 

255 lives 


Tekken U V ‘ 

Select all hidden 
fi9hters. (See example) 

Air Combat 

Select any mission and 
_ Ica 


Simply choose from the 
menu of amazing Game 
Busting cheats...Just look 
at some of the games 


EXAMPLE CHEAT! 

TEKKEN™ by NAMCO™ 




Allows you to select the extra " hidden"characters, this includes^ Kunimitsu^*^/ Armor king^'' 
Kuma™, Heihachr"^, Lee^“, Wang^“, Anna^'^ and Ganryu™. 

Moving the selector to the right, past Michelle'^'”, will display the new characters. 

EACH CARTRIDGE CONTAINS 14 OTHER GREAT CHEATS LIKE THISI 


P.Jack^^ 




rKAYtTATmS^ 





■m 


With this amaxing game save cart 
you can save your game and restart 
with saved game. 

Save up to 1 5 different scenarios. 




EXTRA LONG CORD 
8 FIRE BUnONS 
SLOW MOTION 
AUTO FIRE 













FAX 01 7S2 744292 

pr 





GOVAN ROAD, 
FENTON INDUSTRIAL ESTATE, 
FENTON, STOKE-ON-TRENT, 
ST4 2RS, ENGLAND 
























































































IMPORT ROUND-UP 
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1^200 


So what'll it be? 


IWOULD YOU LIKE 
TO ENTER THIS TOURNAMENT AS A 
HICHLY-SKILLED NINJA? OR PERHAPS 

you'd rather bean old woman! 


It TOOK US ACES 


_ I ro WORK OUT 

WHAT WAS GOING ON HERE. 

Perhaps it's best left to the 

readers'IMAGINATION. HAVE FUN! 


( BY- RliliJS I you 90 hunting 
■^for this game in the 

import shops, you'll be looking for a box featur¬ 
ing a young girl with enormous breasts, and the 
catchy title of Coukettuji-lchizoku 2. Flip the box 
over and there she is again; this time with her 
arse quite naked and quite 'out'. Yes, those crazy 
Japanese can't help themselves, and have once 
again managed to squeeze dodgy porn into a 
game. Hurrah. 

This, you might think, could possibly make the 
game worth investigating, but the sad truth is 
that Power Instinct is nothing more than an aver¬ 
age beat 'em up. The only thing going for the 
game is the fact that it's often surreal and, as 
such, is perhaps worth playing if only to see the 
midgets and old women that appear in place of 
the usual ninjas, wrestlers, and street fighters. 

The major largest problem, however, is that 
despite the fact that I hadn't read any of the 
instructions (seeing as they were, unsurprisingly, 
written in Japanese] I still managed to complete 
the game in about 45 minutes on my first go — 
without loosing a single battle, and without real¬ 
ly knowing any of the moves. Now whether I just 
happened to pick a particularly good character or 
whether the game is crap is down to you — but I 
know which one I'm going for. The moves are all 
pretty standard, with Street Fighter-esque Fire¬ 
ball and Dragon Punch moves accessing all man¬ 
ner of weird and wonderful special attacks, but 
other than that, it's really very ordinary. 

I have to say that Power Instinct reminds me of 
the sort of fighting games we used to get on the 
Amiga and, as such, I wouldn't really recommend 
this to you even if it were being sold at a knock¬ 
down, extra-special, bargain price. Considering 
you'll almost 
certainly have to 
pay over the 
odds to get this 
on import. I'll 
settle for recom¬ 
mending that 
you leave this 
well alone. 

[MB] 









































kflPBCT COLP 


Ikkei (*0) 1st shot 


PERFECT 

7v^7 ; 


golf games. I mean, it's not as if I haven't made it clear that I'm bored of the 
genre — and even if I was a major fan of golf in real life, even the good releases 
are still a long way from being described as anything near 'exciting'. 

Still, here we go again, this time with a Japanese import game bravely titled The 
Perfect Colf{\ think we'll be the Judge of that). Anyway,r/ie Perfect Coif does, at 
least, contain a few different features when compared to the majority of golf 
releases, and as such has to be the first game we've seen in a while that doesn't fea¬ 
ture a power bar of some sort. Instead, the control system allows you to manually 
select the strength of the shot you need, with the only 'reaction test' element being 
where you have to stop the pulsing red ball to get the best shot possible. 

The game automatically select the correct club and faces you in the right direc¬ 
tion, but the power selection is completely down to your skill and judgment. The 
problem with this, however, is that it just makes things too easy. Unless your maths 
is crap it shouldn't be too tough to work out that, if you're 155 yards from the green 
and the 5 Iron selected has a maximum range of 165 yards, er... well just hit it a cou¬ 
ple of nuggets below full power. Hmm, clever. 

The graphics are nice enough, and the camera follows the ball well — while sound 
effects are similarly adequate - but other than that, I can find no reason why you'd 
want to shell out for it on import, when there are such similar products available 
for the UK. And, come to mention it, ones that you can read and understand! 

[MB] 


4iOLF 








j I've no idea why 
■^keep getting the 


\Nell, \ne certainly 


_I won't BE COMING TO THIS CAME 

FOR FASHION TIPS! THESE TROUSERS ARE - AND LET'S BE 
HONEST ABOUT IT — BLOODY HORRIBLE. 


Before each hole, you're treated 


TO AN OVERHEAD 
VIEW OF THE FUN TO COME. YOU CAN ALSO ALTER YOUR 
AIM FROM HERE. 


hDIP 


T ^ y 




Sayur 


Idora 


f.kei 


ai rm 






You CAN CHOSE FROM A NUMBER 


OF CHARACTERS ON OFFER //V THE 

Perfect Golf, each boasting 

DIFFERENT ATTRIBUTES. 
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The EIGHT VEHICLES 


IRANCEFROM 
SCURRYING INSECTS TO THE DELICATE 
AND EASILY DESTROYED BIRD CRAFT. 


The crab robot 


iGLOWS WITH POWER AS IT ENTERS ONE 
OF THE MORE SPARTAN BATTLE ARENAS. BEHIND THE ROCK 
LIES ITS OPPONENT. 


In Story Mode 


_I Reverthion 

TURNS INTO A BATTLE FOR A NEW 
WORLDj WITH EACH SHIP PILOTED 
BY A Manga hero. 


BY: Tecno Soft 


I really should have known better. Early shots of 
Techno Soft's Reverthion gave the impression of a 
Cybersled clone which looked far superior to the 
Namco game in every aspect. Replacing Cybersled's 
titular vehicles with an assortment of well-realised 
robotic insects, birds and rep¬ 
tiles, the basic idea is identi¬ 
cal to that of the Namco 
game with the player con¬ 
fined within a square play 
area and left to battle it out 
with another entrant from the 
eight on offer. 


Familiar it may be, but while Reverthion pretends to 
be an enhancement of the already average Cybersled 
idea, it fails because of a number of very stupid fea¬ 
tures. Stupid Feature 1: the action takes place on a small, 
square play area which contains a meagre one or two 
lumps of rock to hide behind. As such, the action is limited 
to a silly game of hide 'n' seek with the two characters skirting 
around said blocks, loosing off the odd shot. Stupid Feature 2: bear¬ 
ing in mind there are only one or two objects to hide from, it would fall 
to the CPU-controlled robots to make up for it in terms of intelligence. 
Sadly, though, the enemy follow a very predictable attack pattern which 
sees them scuttling or warping to predetermined points, unleashing one 
of three attack methods (or all three consecutively for the final boss). As 
such, the patented PlayStation Plus Krazylvan technique of sidestepping 
the enemy shots while unleashing bolt after bolt at the often static foe 
becomes the order of the day. Ah, the heady playability of 32bit games. 

Thankfully, at the time of writing, Reverthion hasn't been granted a 
UK release. For a game that aims to leapfrog an already tired idea, it 
even falls at that first hurdle and results in a game with very little to 
redeem it. Graphically it is superb, with the robots both imaginatively 
designed and well animated, yet the artists had obviously run out of 
steam by the time he got to tackling the backdrops. In order to beat 
Namco's Cybersled at its own game, Reverthion required intricately- 
designed levels with little nooks and crannies to hideaway in, instead of 
the bleak M25 appearance it is lumbered with. Awful would sum this up 
nicely, but personally I prefer atrocious. 

(SM) 




































Gunbird^s guardians 


_] ARE BIG BASTS^ SWALLOWING 

UP ANYTHING THAT GETS TOO CLOSE. SAVE YOUR 
SMART BOMBS OR DIE. 


Collecting the bonus icons 


^THAT 

FLOAT DOWN THE SCREEN POWERS UP 
YOUR MAIN WEAPON. 


[bY; Hltu^ 


Weaving through the vertically 
scrolling mayhem of Cunbird sparked 
" f off nostalgia^ reviving blurred memories 
of pumping a week's pocket money into 
the ancient coin-op blaster 1942. It was sim¬ 
ple but fun, and Cunbird is entertaining for the 
same reasons. Although not as visually spectac¬ 
ular or indeed as absorbing as many of the Play- 




Station's premier titles, it offers a few hours of 
frantic blasting to anyone tired of learning complex 
killer combos or managing their own theme park. 

Cunbird is distinctly Japanese in style, and as such 
there are five Anime characters with which to tackle the 
mission. The hefty Valnus robot is mean while Yuan- 
Nang, a girl who rides a laser-spitting cloud, looks down¬ 
right bizarre! Appearance aside, the heavier craft boast 
powerful weaponry while the small craft are considerably 
more manoeuverable. Fortunately three types of power-up beef-up your ship to some extent, 
either widening the arc of your cannon, equipping your craft with missiles or simply adding 
another smart bomb to your starting quota of three. There are also coins to collect but these 
are fairly useless, boosting your score rather than affecting the performance of your ship. 

As well as firing rapidly, each craft's main cannon can be charged up to fire off a single power¬ 
ful blast. This is especially useful against the guardians that protect the end of each level. These 
gargantuan beasts dwarf even the largest craft, and are equipped with monstrous weaponry 
that fill the screen with showers of photon death! Cunbird\s no pushover, and there are plenty of 
enemy-packed levels to wade through. However, variety is a bit too limit¬ 
ed and by the time you reach the fifth guardian, Cunbird 
fails to inspire any enthusiasm. In terms of presentation 
Cunbird is hardly impressive, and is best described as 
functional - forget stunning uses of lighting and scal¬ 
ing, this is a plain-as-mud shoot 'em up without all 
the visual whistles and bells of WipeOut. It's fun to 
play though, even if only for a few hours, but then I 
expect more than a quick blast for the game's size¬ 
able price tag. 

(AS) 
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IMPORT ROUND-UP 





























I n this,the conclud¬ 
ing instalment of 
the P/ayStsffo/} Phn 
guide to Loaded^ w ^ 
rejoin the bloody bat¬ 
tle against FUB‘s 
thugs on levei 10, The 
Docking Bay= 


DOCKING BAY 

This level might be small, but it's bloody tough. The 
level is guarded by armies of troops that pour from the 
two exit doors. Either power-up your weapon to the 
max or save some smart bombs for these gits. Oh, 
don't bother trying to get all the bonus pods on the 
right as you can't actually reach them. 


#■ 



SCRAPYARD 

To escape from this stage you 
need to destroy the perimeter 
fence. Unfortunately the only 
way of doing this is blowing it 
to pieces with TNT. Find all 
four bits of the bomb before 
heading for the exit. 
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PROCESSING 


Before you can 
actually get inside 
the processing 
plant, you'll need 
to pick up the red 
key from the 
south-west. Once 
inside, just pick up 
the remaining keys 
and run towards 
the exit. 






Scurrying rats and rabid docs 


CAUSE THE BIGGEST PROBLEMS HERE. 

Hold down the run button and 

TRY TO AVOID THEM. 


you torch them WITH THE FLAMER. 


m 
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SECURITY LEVEL 


You'll need to find the 
entrance to the Control 
Centre, using the tele¬ 
porters to zip between the 
different rooms. Take out 
the flame-throwing robots 
from a distance, as they are 
lethal in close combat. 


Make good use of the 


TELEPORTERS TO SKIP TO DIF¬ 
FERENT AREAS OF THE LEVEL^ 


RECYCLING CENTRE! 

Your objective on this 
level is to locate the 
secret access chute - col- ^ 
lect the coloured keys and “ 
It shouldn't be too diffi¬ 
cult providing you enter 
each room slowly, taking | 
out the enemy robots one 
by one. 


The exit teleporter 


GUARDED BY LOADS OF MON- 
STIES^ SO KEEP A SMART BOMB 
HANDY FOR THE LITTLE GITS. 


Pick up the red keycard, 


THEN AVOID THE ROBOTS BY 
LEAPING INTO THE TELEPORTER. 


Up close, these droids are 

DEADLY - STAY BACK AND TAKE 
THEM OUT FROM AFAR. 


Yellow key 
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TeleporteTj 
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Crates 
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This is the final level of the game and is, therefore, pretty tough. 

To reach FUB you'll have to create a path through the crates by 
blowing them to pieces. Before you attack the beast, collect a cou¬ 
ple of power-ups to boost the power of your gun, saving the others 
for when you inevitably die and are resurrected once more. 




Blow A path through the 

MAZE OF CRATES BEFORE 
FACING FUB. Don't BOTHER 
USING SMART BOMBS ON 
HIM AS they're useless - 
STICK TO Butch's hefty 
FLAMETHROWER INSTEAD. 


""t: 


THE EASY WAY OUT 


Still Stuck? If you're still being I 

crushed by FUB's thugs, try access¬ 
ing any of the following cheat 
modes. First enter the in-game 
option screen by tapping Start, 
then hold down LI and L2 for ten 
seconds. Then press the following 
key combinations to access the vari¬ 
ous built-in cheats. | 

Health: Right, Right, Left, Down, 
Down, Up, ■, • 

Ammunition: Down, Right, #, Left, 
Right, • 

Power: Right, Down, Right, A 
Lives: Left, Down, Right, A, ■, X, • 
Smart Bombs: R1, R2, X, A, ■, •, 

R1, R2, •, •,■ 

Skip Level: X, R1, A, R1, ■, #, R2, 

R2, X, ■, A, X 

Level Select: Up, Right, Down, Left, 
A, •, X, ■, X, A, ■, • 
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KEY TO GUIDE 


Zl 


F = Forward 
B = Back 
D = Down 
U = Up 

HCF = Half circle forward 
HCB = Half circle back 
X = X Button 
0 = 0 Button 
Sq = Square button 
Tri = Triangle button 
+ = Buttons pushed at the 
same time (eg F+X means press 
forward and X, NOT forward 
then punch button). 

X = Punch 

O = Kick 

Sq = Punch+kick 

Tri = Punch+kick+block 

R1 = Punch+block 

R2 = Kick+block 

LI = Block 

L2 = Block 

All moves with a '*' before 
them are Take Down moves. If 
you can connect with that par¬ 
ticular move, your opponent 
will go down. Oh yes. 



SOMETHING 

FOR 

EVERYONE 


Dodge left: D,D+block 
Dodge right: U,U+block 
Throw#1: X+block (close) 
Running: F,hold F 
When opponent is down: 
Strong Aerial attack: 

U+Sq (anywhere) 

Aerial attack : U+X (anywhere) 
Crush attack: D+0 
(must be close) 



r 




*Uppercut: D,F,X 
I Charging Knee: F+0 
*Jump Kick: F+Sq 
Double Kick: 0,0 
Charging Elbow: F,F,X 
*Charging Slide: F,F,0 
*Flip Kick: U/B,X 
Sidekick: D,F,0 
*Strong Kick: B,F,X 



Flip attack: HCB,0 
Charging Finger: 
F,+X 

Low Charging Finger: D+F+X 
*Charging Front Legs: F,F+X 
*Charging Side Legs: F,F+X 
*Super Sidestep Attack: 
(close)D,F,D,F,D,F+Sq 
*Overhead Attack: HCF,HCF+0 



WILD3 


‘Low Gun: B,D,X 


‘High Gun: D,F,X 

‘Dropkick: D,F,0 


‘Overhand Attack: Sq 
‘Underhand Attack: B,F,X 
Charging Sweep: D+F,0 
Gun Swipe: F,F+Sq 



As IF BEATING 

YOUR OPPONENT WASN'T SATISFYING 
ENOUGH^ YOU THEN GET TO GLOAT! 


Just because your opponent is 

HUGE, DOESN'T MEAN THE FAT LADY 

HAS SUNG. Or something. 


Double Fist: 

HKlr^B+X,F+X 

LjS _JSpin Kick: F,F+0 

Charging Shoulder: F,F+X 
Spinning Elbow: F+X 
Low Fist: B+X 
‘Throw#2: B+block+kick 
‘Overhand Attack: F,F+Sq 
Toe Kick: D+F+0 
‘Power Kick: D,F,0 
Hand Sweep: D,F,X 


I^H^KSSide kick: F+0 
^^■■360 Swipe: D,F,X 
H^^^bHlow Kick: D+F,0 
Jumping Sword Attack: U,0 
Drop Kick: B,B,Sq 
Sword Lunge: B,B,X 
Reversal Flip: U+F,block 
Quick Kick: 0,0 
Double Low Kicks: D+F,0,0 
Strong Sword: D,B,Sq 
Super Spin Attack: (tap) D, 

D +Sq 

Shoulder Charge: F,F,X 


Handstand 
Attack: F,F,0 

MP Mr-J‘Charging Knee: F+0 
‘Flip Kick: B+0 
Reversal Flip: U+F+block 
Sidekick: D,F,0 
‘Two-hit Kick: D+F+0,0 
Shin Kick: X+0 
Overhand Attack: D,F+X 
Side Slash: F,X 
Charging Slash: B,D+F,X 
Cat Attack: F+X,0,0 
‘throw#2: F,F+block+kick 


Combos: 

2 hit: B+X,F+X 

2 hit: F+X,D+X 

3 hit: X,Sq,sq 


TO THROW YOUR OPPONENT. 


We ha ve a winner! 


Size really doesn't matter here. 


Combos: 

3 hit: F+X,X,X 


Combos: Combos: 

2 hit: 0,0 2 hit: Sq,Sq 


4 hit: X,X,0,0 
Shit: F+X,X,X,D+X,F+X 


Combos: 

2 hit: X,X 

3 hit: X,X,0,0 

4 hit: F,F+X+0,D+F+0,D+F+0 
‘4 hit: Sq,Sq,F+Sq,D+Sq 

‘5 hit: X,X,X,0+X, 


Combos: 

2 hit: 0,0 

3 hit: X,X,X 

3 hit: B+X,D+F+0,D+F+0 
Shit: F,F,X,X,X 
6 hit: 0,0,X,X,D,F,X 



















































SECRET THINGS! 



Arm swipe: B+X 
^Charging Sweep: Sq 
Down Attack: D+F,X 
Chest Attack: F,F,X 
Slap: D,F,X 
Turn Kick: B+0 


Fireball: U+X 
Fireball: F,F+X 
Ground Fireball: 

B,D+F+X 

*Overhead Tall: HCT+0 
*Back Crush: U+0 
Double Tail: F,F+0,0 
Head Clap: B,F,X 


Combos: 

2 hit: X,X 

3 hit: F+X,B+X,X,X 
4hit:X,X,F+X,X 

4 hit: B+0,F+0,X,X 


Combos: 

2 hit: Sq,Sq 
4 hit: X,F+X,X,X,0 
4 hit: Tri,wait,F,F,X 

4 hit: Tri,wait,F+Sq,Sq 

5 hit: X,X,F+X,X,X 

6 hit: Trl,wait,X,Sq,F+Sq,Sq,Sq 


WELL^ BUT DON'T FORGET THAT SIM- 
RLE KICKS AND PUNCHES ARE JUST 
AS EFFECTIVE IN BATTLE. 


YOUR OPPONENT IS AT THEIR MOST 
VULNERABLE WHEN ON THE FLOOR. SO GET STUCK IN! 


Unfortunately, I can't tell this 
character's arse from his elbow! 


DEFEATED OPPONENT AND LAUGH! 


Just in case you start to get bored of beating up enormous robots, 
those nice programmer people have included a free horizontal 
shoot-'em-up to while away the happy hours. To access this little 
darling (and if Tm honest, I prefer this to Zero Divide\) just put your 
joypad Into controller port two, and then load up the game holding 
down start and select. Pretty damn groovy, non? 


Each character has\ 


Specials moves are all 


This is a victory stance. 


[Another chance to stand over a 


Your mum smells! 



fOlO 



Now you're going to hate me 
for this, but details about how 
to get the following secret 
characters are a bit weak and 
wobbly. The general consen¬ 
sus appears to revolve around 
the usual 'beat the game on 
hard without loosing a round 
or using a continue', but 
rumours abound concerning 
changing your colour by hold¬ 
ing down select and hitting 
any button when selecting 
characters. Anyway, this is 
your problem, not mine — 
and don't ever say that 
PlayStation Plus isn't the most 
comprehensive mag around! 


HIDDEN 

CHHRnCTERS 

ZULU 

Flip Kick: B+kIck 
Charging Slide: F,F+kick 
Overhead Elbow: F,F+Square 
Charging Shoulder: F,F+X 
Sidekick: F+0 
Uppercut: D,F+X 
Charging Forearm: B+X 
Strong Kick: B,D,0 
Toe Kick: HCF,0 

Combos: 

2 hit: 0,0 
4 hit: X,X,X,F+X 
4 hit: Tri,Tri,Tri 
6hit;X,X,X.D.F+X.D,F+X 


KTRL 

Roll Attack: D+X 
Upper Claw: F+X 
Lower Claw: D,F+X 

Combos: 

2 hit: X,X 
3hit:X,X,D+0 
4 hit: X,X.0,0 

6 hit: F+Sq+F+Sq+F,Sq+F,Sq 


Heel Click: F,F+0 
Slap: F+X 
Heel Kick: B+0 
Rolling Attack: F,F+X 
Toe Stomp: D+0 

Combos: 

3 hit: X.X,X 

4 hit: F+Sq,F+Sq,F+Sq,D,F+Sq 
4 hit: X,X.X,Sq,or.O 
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WIPEOUT 


You MAY THINK 




H RniDEN 

k PROJECT 

* Jiggle the Screen 

Just hold L1,L2,R1,and R2. 
Then use the joypad to adjust 
the picture. Er... great. What a 
fantastic cheat! 



I YOU'RE PRETTY 
HARDs BUT WATT UNTIL YOU GET A 
LOAD OF THIS TRACK! 


EMtra Tpack/Rapier Class 




Just in case you haven't already 
heard, there are a couple of 
cheats for this incredible, nay 
brilliant, racing game. They're 
not exactly the easiest of joy- 
pad cheats to perform (so it's 
best to nominate whoever's 
best at Twister^ for this one) 
but it's worth it, because not 
only can you access the hidden 
track, Firestar, but you can also 
get into the Rapier Class races 
without completing all the 
early tracks. 

Access Firestar Track: 

Highlight the'one 
player' option and 
then press and hold 
the following: LI, 

R1, right, start, ■, 

•,and X. 

Access Rapier Class: 

Highlight the 'one 
player' option and 
then press and hold: 

L2, R2, left, start, 
select, and X. 


If WipeOut 

ALLOWED YOU 
TO HAVE A CIRL‘ 
FRIEND, THIS 
WOULD BE A NICE 
ROMANTIC PLACE 
TO BRING HER. 


PRRODIUS 

Invincibility 

Pause the game and then 
press: A, A, X, X, •, ■, #, ■, 
Down, Left. 

Mom Power 

Pause the game and press:Up, 
Up, Down, Down, Left, Right, 
Left, Right, X, #. 

Level Select 

On the title screen press: ■ five 
times, A seven times, and • 
three times. 



Five New Sleds 


On the "Press start button" 
screen, enter the following 
combination: Up, Left, Down, 
Right, Up , A, Up, Right, Down, 
Left, Up, #. 



10 ^ 



Caia is one mean] 


ER... TROUBLER. AS LONG AS HE'S 
ON YOUR SIDE, YOU'LL BE OKAY. 


WHO IS THE 


Sho - First enter the above 
Gaia cheat. Now do exactly 
the same as you did you get 
Gaia, only this time the text 
should change to blue. Now 
go to the player select 
screen, highlight Kayin, hold 
down, and press ■. 


Play Hs Caio/Sho 


Gaia - When the options are 
first being 'drawn' (either 
when first booted, or after 
leaving the "continue" 
countdown following a beat¬ 
ing) motion down, 
down/right, right, ■ (on con¬ 
troller one). You should hear 
"FIGHT" and the text will 
change to red. Now move 
your cursor over Eiji on the 
character selection screen, 
hold up and press ■. 


MYSTERY 

Er... well it's 
GAIA. Stupid. 


TOH SHIN DEN 





















































MORTflL KOMBnT 3 

Verses Options 

There are tons of different effects possible here, so wait until the "Vs" screen 
appears and then use the joypads to enter the following codes. 


DISRBLE THROWING 
DISRBLE BLOCKING 
NO LIFE BRRS 
NO FERR 

THERTRE OF MRCIC 
NO KNOWLEDGE 

UNLIMITED RUN 
RRNDOM KOMBRT 
DRRK KOMBRT 
PSYCHO KOMBRT 
PLRY GRLRGR 
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FIGHT SMGKE 

FIGHT NOOB SRLBOT 
FIGHT SRO KRHN 

COMBOS DISRBLED 

SPECIRL MOVES 
DISRBLED 

PLRYER 2 INFLICTS 
HRLF DRMRGE 


JSLj 


ElHOiy 


o I o I ^ 








POWER ERR SLOWLY 
RECENERRTES OVER TIME Ei\ 

RERL KOMBRT 




SUPER RUN JUMPS 

PLRYER 1 INFLICTS 
HRLF DRMRGE 

PLRYER 1+2 INFLICT 
HRLF DRMRGE 

SUPER ENDURRNCE 


Ultimate Kombat Mode 

Wait for the Mortal Kombat copyright 
screen, and then, using controller one, 
hold R1 and press right, down, left, up. 








wmm 
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right, down, left, up. This takes you to a 
code screen where, again using con¬ 
troller one, you should press R1 once, A 
six times, • nine times, and X six times. 


RnPID RELORD 


stage Select 

Watch the opening demo once and then, at the 
title screen, hold LI, L2, R1, R2 before entering 
the following codes. Change the left letter with 
Up and Down, 
and the right 
letter with A 
and X. 

MA stage 2 
UT stage 3 
RH stage 4 
MK stage 5 
HT stage 6 





STREET FIGHTER: 
THE MOVIE 

Select 
Hkuma 

Highlight Guile 
and then 
quickly tap in 
the following 
sequence: Up, 

R1, Down, L2, 

Right, LI, 

Right, R2. 



TWISTED METRL 


Level Codes 

• , A, ■, #, #. 

X, ■, ■, •, A. 

X, A, ■, #, ■. 

X, ■, A, A, A. 

■, A, X, #, X. 

X, A, ■, #, ■. 



RSSRULT RIGS 

Level Passwords 

1 won't Spoil your fun by printing all of the pass- 

words 1 found while reviewing this, but here, have 

the first ten to get you going. 

Level 

Code 

1. Welcome 

•••••• 

2. Next Gen 

B, X, B, X, A. B 

3. This Way 

A, ■, ■, #, #, A 

4. Joy Joy 

A, m.A,A,m,A 

5. Noddy 

B, A, A, A, X, ▲ 

6. Wastelands 

A, ■, #, •, X, ■ 

7. Vertigo 


8. Gem Tower 

A, ■, X, ■, A, A 

9. Bridge 

■, A, ■, X, A, X 

10. Obliterate 

A, A, #, ■, X, ■ 



TIPS 
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T ake a hastily converted ware¬ 
house in one of London's 
lower rent areas. Fill it with 
camp Japanese boys who 
learnt to dance from videos on 
treating epilepsy. Throw in a bar selling 
those 'smart drinks' that turn your piss 
green. 

It sounds like the place you end up if 
you fail the entrance exam for Sodom 
and Comorra, but it's actually one of 
the world's trendiest nightclubs; the 
Ministry of Sound. And now, as part of a 
major refurbishment, it's got a 
PlayStation room. The Ministry is listed 
in the dictionary under 'cool'. Does the 
link-up mean the PlayStation (and video 
games in general) is officially 'cool' too? 
Whatever happened to that cult of 
acne-d up 13 year olds exchanging 
cheats for Megadrive games in school 
playgrounds? Blast this new fangled 
PlayStation thing; the games are 
designer hip, the graphics identical to 
the arcade machines, and the video 
games stores are full of 25 year olds. 
What's happening? 

Adam Peters is a disciple of video 
gaming in its earlier incarnation^ii-r^^;^ 
What will he make 
of the techno¬ 
cool grey box and 
the new age of 
shame-free gam¬ 
ing it has brought 
forth? We sent him 
to the Ministry of 
Sound to check out 
their PlayStation 
room. 

David points up at 
the screen. "This 
one," he says, pro¬ 
viding the same 

answer to my question as the other ten 
people I've asked, and the same adden¬ 
dum: "This is the only one I've played." 
Yes, PlayStation has come to Ministry of 
Sound, but the people on the machines 
aren't hardened gamesters. The game 
they are playing is not only their 
favourite PlayStation game, but also 
(nine times out of ten) the only 
PlayStation game they've played. OK, 
so I suppose there Is a novelty element 
to It, and people who have got machines 
at home won't feel the need to play on 
those in the club. Certainly, none of 
these people read PlayStation Plus, 
which is good because it means we can 
refer to them as "substance-sozzled 
Philistines whose only interest in the 
PlayStation is their desire to look at 
pretty pictures" without worrying about 
them coming after us with a set of 
sharpened love beads. 

Reservoir Dogs Is playing in the 
Ministry of Sound cinema. Since the bar 
has closed and neither myself nor the 
photographer has ever seen the film, we 
decide to delay our work to watch it. 
There is half an hour of men in suits sit¬ 
ting round a table, while a woman 
shrieks "take me higher". This last ele¬ 
ment turns out to be the record playing 
on the adjacent dancefloor. We decide 
that a nightclub is not the best place to 
watch one of the most critically- 
acclaimed films of the 20th century. But 
is it also not the best place to play on 
the most critically-acclaimed video 
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games system of tl^20th century? 

We're here to discover what has made 
gaming suddenly cool and no longer 
geeky, which I have decided to do by 
looking at the things that make the 
Ministry of Sound cool and seeing how 
the PlayStation compares. This strikes 
me as a good idea. At least, written on 
the back of a fag packet using the burnt 
end of a match it looks pretty good, but 
then again anything would look good at 
the moment; even Janet Street-Porter. 





KING OF THE SWINGERS 

Mark Rodol is the Managing Director of Ministry of 
Sound. The nightclub's PlayStation room was largely 
his idea. So we asked him about it... 

Video games consoles are a bit of a strange thing to 
have in a club, aren't they? 

"We wanted to have machines in the club, but a lot 
of the hardware wasn't up to it; the SNES and Mega 
Drive were really toys for teens. With the Next 
Generation consoles we saw our opportunity. We 
looked at the 3DO, PlayStation and Saturn, without 
contacting any of the manufacturers. We needed 
something robust enough to survive being played on 
for 12 hours a day, three days a week, and something 
with decent technical specifications. We liked the 
look of the PlayStation and got in touch with Sony." 

How did Sony react to your proposition and what 
sort of arrangement do you have with them? 

"Sony are the first people to really market a games 
system as a powerful piece of kit for adults as well as 
kids. They have advertised in a lot of dance music 
magazines, and clubgoers are exactly the sort of peo¬ 
ple they wanted to target with the system. We came 
to an agreement to include a whole room full of con¬ 
soles as part of the £500,000 refurbishment of the 
club. We get software a couple of months ahead of 
the market and use a lot of gold disks. The deal we 
have with Sony allows us to keep our Independence. 
If something better comes on the market, we have 
the right to get rid of the PlayStations. We're very 
happy with the arrangement, though, and we have 
been made party to some privileged Information 
from Sony that leads me to believe that their system 
has a long future in the Ministry." 

How many machines do you have, and what games do 
you run on them? 

"We have ten machines in all. It's a testament to the 
machine that we've never had a single failure. We 
evaluate games to see if they're suitable - the games 
we use need to be those that people can quickly pick 
up, so it's things like Ridge Racer, WipeOut and 
Demolition Derby. We couldn't use a game like Theme 
Park, for Instance, because this Is not the environ¬ 
ment In which someone could get into It. We've just 
Installed Doom on all ten machines, actually. We're 
having a Doom Weekend this week." 

How have clubbers reacted to the machines? Do you 
expect other clubs to follow suit? 

"We haven't had any negative responses. The club 
closes at 9am and it's the people in the PlayStation 
room that are the last to leave, we have to drag them 
off the machines. Who knows what the future of 
clubs will be. In ten or twenty years, will it be music 
or video games that people come for?" 

There seems to be a move towards providing better 
in-game music, using established artists like The 
Chemical Brothers. Will this trend continue? 

"Absolutely. Ministry of Sound operates the largest 
independent record label in Europe, selling a million 
albums a year. We're currently working with a lot of 
developers to put music into games. We've also got 
some interactive CDs on the way." 

So is PlayStation the new rock 'n' roll? 

"Yes, and it's the new television too. When I got 
home from work, I used to sit and watch the televi¬ 
sion for an hour or listen to music. Now I play on my 
PlayStation instead." 

Ministry of Sound is located in Gaunt Street. London 
SET Admission is £15 on Friday and Saturday nights. 


MINISTRY Vs 
PLAYSTATION 

The association of celebrities has 
helped establish the Ministry's reputa¬ 
tion. The club is a leading venue for 
star-spotting, though how much this is a 
product of the club's subdued lighting 
is anyone's guess. (I thought I'd seen 
Cilia Black, John Lennon, Prince Philip 
and Shergar before I'd even checked my 
coat in.) So has the PlayStation got 
celebrities adding their kudos to its 
cool? It certainly has, by the truckload; 
Damon Albarn, Robbie Williams, er, 
Shane Richie... 

Clever marketing has helped build the 
Ministry's trendy profile. You can buy 
Ministry of Sound bomber jackets, T- 
shirts, records, hot-water bot¬ 
tles, the lot. The company's ball 
and gate logo can be found 
everywhere; on all their products 
and in virtually every music and 
style magazine. Sony took a 
slightly similar approach, not in 
terms of fashion trinkets so much 
as branding and advertising in 
the 'hip' magazines, with a string 
of stylised adverts in titles like 
dance mag Muzik and indie jour¬ 
nal Select. Appearing in a 'cool' 
magazine must mean you're cool, 
right? And for the packaging and graph¬ 
ics for WipeOut, who did they call on 
but Designers' Republic, the hip record 
label folks. "We produce sleeves for all 
the top techno labels, people like R&S, 
React and Tresor," says designer Nick 
Bax. "Sony wanted the game to appeal 
to the same sort of people that buy 
those records, so they got us to do the 
sleeve." Fiendish, but clever. 

The Ministry of Sound has moved 
with the times. They always get the 
most Innovative and cutting edge DJs, 
and the new refurbishment has really 
tarted the place up (the toilets, should 
you wish to hang around In them, are 
the best in clubland). Ministry always 
strives to be the best, and so does the 
PlayStation. We all know it urinates on 
every other games system, but there's 
no laurel resting going on. The games 
that are on the way make the launch 
titles look like kids' stuff. "Sony are the 
first people to realise that older people 
want to play games," says Ministry's 
Mark Rodol. "Previously people fell 


"Has anyone seen the 

REMOTE CONTROL?" 




- away from the video games market * 
when they got to about 17 because the 
games were aimed at kids. Sony have 
changed all that." 

So far, the PlayStation has met the 
Ministry score for score in the coolness 
stakes, but here's where it falls down. 
Part of the appeal of the club is the fact 
that it's so difficult to get into. Most of 
those sporting Ministry bomber jackets 
probably wouldn't stand a chance with 
the club's picky door policy. With the 
PlayStation, on the other hand, anyone 
can buy one. This simply Isn't cool 
enough. There should be bulky looking 
bouncers at every shop that sells Play¬ 
Stations. They should turn away anyone 
that doesn't fit the detailed profile of 
the ideal customer. So what characteris¬ 
tics would the acceptable customer 
have? Well, say, 13 years of age with 
bad skin and a passion for keypress 
cheats. And their favourite type of game 
must be platformers. 

There you go. Retro. What could be 
cooler than that? 

ON THE GAME 

What do the hardened clubbers at 
Ministry of Sound make of the venue's 
PlayStation room? Our spies took up 
residence between the Tekken and Ridge 
Racer machines, and discovered a vari¬ 
ety of opinions... 

"I've been to a few clubs with pinball 
games, but this is the first place I've 
seen consoles. I think a club like this is a 
good place to have 
games systems. The 
state most people 
here are in, 
games are the 
only thing they 
can concentrate 
on." 

Alex, 24 
Kilburn 











PlayStation on 
Saturday, actually. 
Playing on the 
system here in 
the club has I 
encouraged me 
to buy one." 
Gavin, 24 
Kent 


everyone plays 
games with the 
sound turned 
down and their 
own music on 
anyway. Don't 
they?" 

Steve, 26 
Streatham 


celebrities has 
helped. I think a 
lot of other clubs 
are going to fol¬ 
low suit with 
game areas." 
Bianca, 18 
Amsterdam 


"Games used to be very boy oriented, 
but that's changing. I love racing games, 
but I think it would be a lot better if you 
had a steering wheel con¬ 
troller. Yes I drive, 
and no I wouldn't 
recommend using 
Ridge Racer to 
practice for your | 
driving test." 

Sharon, 26 
Streatham 




"It's good that the machines are here, 
and it's good that there's no charge to 
play on them. I wouldn't buy a machine 
- playing at home on your own is sad. 
What game would I 
like to see? One 
where you have to 
discover a planet 
and become the 
Queen." 

Miranda, 21 
Hong Kong 




"I think it's very Impor¬ 
tant that the systems here in the club 
are free to use. If they charged, it 
wouldn't work. I've played Nintendo 
and Sega systems and 
the Sony's jump In 
quality is huge. 

Does it excite 
me that Damon 
from Blur plays 
Sony games? Er, 
no. Sorry." 

Drew, 22 ^ 

Middlesborough 


"Games are cooler now, definitely. The 
fact there's machines here in the 
Ministry is proof of that. It's a shame 
there are no clubs in Newcastle with 
video games areas and — 
it's a shame there 
are no decent off¬ 
road racing 
games. Streets i 
are boring." ' 

Louise, 20 
Newcastle 

"I used to live in Dubai 
and absolutely every bloke there plays 
video games. Personally, I've never 
played them and I don't want to. I sim¬ 
ply don't under 
stand what's fun 
about them. Sorry, 
but I've got much 
better ways to 
spend my time, 
esp[ecialiy in a 
club." 

Tina, 19 
London 


MUSIC TO THE EARS 

Sony Psygnosis have released an album of music 
WipeOut. What else do they have up their sleeve? We i 
asked press officer Mark Blewitt, who wants it pointed ! 
out (as is his wont) that some of his comments are 
made In a spokesman capacity and some are just per¬ 
sonal opinion. Basically, anything Sony disagree with is 
personal opinion. 

So what's on the WipeOut album then? 

"Remixed and extended versions of the licensed tracks 
from the game (Leftfield, Chemical Brothers and 
Orbital), plus special 'club style' mixes by artists such 
as The Prodigy, New Order and Age of Love who fit in 
with the original concept behind WipeOut. It's a good 
album to listen to before you go out clubbing." 

Will we see a time when music from a game tops the 
charts the way music from a film or jeans advert does? 

"Apart from a few novelty game/cartoon style songs 
that have entered the charts in he past couple of years, 
the chances are still quite slim until computer musi- ■ 
cians are taken a little more seriously. With CD based 
machines such as the PlayStation now delivering studio p 
quality music into the home, consumers may start to 'j 
take it's creators a lot more seriously than they would i; 
have, say, a funky sounding Mario tune on the SNES." 

!i 

PlayStations in clubs. Is this a good thing? Does It 
mean gaming is cool? 

"The reason clubs have taken so warmly to the idea of I 
putting PlayStations in there is because Sony worked ■. 
very hard to ensure it was no longer perceived as a sad j- 
teenage pastime. Clubs are a very important entertain¬ 
ment medium of the Nineties, and so is the Play¬ 
Station. It's as simple as that. However, the way Sony 
promoted the machine was very clever. By simply not v 
emulating the traditional way of just saturating the [ 
market place (which famously back-fired last year when j- 
the Sega brand-name grew to be even bigger than the ^ 
machines and software Itself and suddenly everybody 
jumped off the bandwagon because It wasn't cool any- ; 
more), Sony went into uncharted territory and got the : 
usually hostile lifestyle section of the media Interested 
in the machine and It snowballed from there. Gaming Is ^ 
definitely cool once again." \ 

The PlayStation Is dead trendy now, but how long will 
It last? 

"It depends on how you define trendy. If you're saying 
trendy people currently play games then that's fine. i 
However, every new product Is a niche until it becomes : 
mass market, and the PlayStation is still clearly in Its ■ 
infancy. The reason the PlayStation is perceived as 
trendy is because of the Initial hype attached to the 
machine when It was unavailable. Now it's out in the ; 
shops people will obviously be looking for the backlash 
to start. One day Sony Is cool. The next day It's all over i; 
for the PlayStation because the Ultra 64 is coming out. [' 
then it's all over for everybody because the M2 has 
more power than a hundred PlayStations etc etc." 

Isn't this mass market appeal the very opposite of 
cool? Wouldn't the PlayStation be 'cooler' if it was 
more of an underground culture? | 

i 

"The idea that mass market can't be cool simply isn't = 
true in the Nineties. Who are the current cool guys of ; 

pop music? Oasis! Who managed to have one of the \ 

biggest-selling albums last year? Oasis again. The same ■ 
applies to a Tarantino movie. Pulp Fiction was cool, yet 
made millions of dosh. The PlayStation is definitely a 
mass market item, and yet has the ability to be cool at 
the same time. There may be occasional shifts in per- j! 
ception, but I doubt whether you'll see the same level 
of media drooling over any other games console for 
some time. You've got to set out to achieve cool Ideas 
in the first place, simply copying them won't work." 


P P 
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"Games are cooler now, certainly. Soon 
you'll have music from games topping 
the charts the way music from films 
does. I'm buying a 


"This is the way things have got to go - 
video games in clubs. As for techno 
soundtracks in games, well that's fair 
enough, but surely 


"The visuals in games now are as good 
as films or television. I think that's the 
reason games have got trendier, though 
the association of _ 


ERTURE 





CELEBRITY 

SQUARES 

You want some proof that video 
games are hipper now than ever 
before? A couple of years ago 
Sega thought it was a cool that 
they were sponsoring Britain's 
leading windsurfer. (Excuse us 
while we rush the queue to spon¬ 
sor Iceland's leading reggae 
group.) Today, Sony has 
machines in clubs, adverts in 
trendy mags, and a list of 
celebrity PlayStation players that 
runs to two pages. OK, so most 
of the people listed were thrust 
in front of a machine backstage 
at a television show, but many 
have bought their own 
PlayStation. In 1991 an Amiga 
mag tried to rustle up a feature 
on celebrity gamesters. They 
could only find the Manic Street 
Preachers, Utah Saints and Miki 
from Lush. Two years ago, a 
Nintendo magazine tried the 
same trick. They hauled in Tony 
Mortimer (East 17), Dannii and 
Kylie Minogue, Utah Saints and 
Miki from Lush. Critics might 
suggest that the Utah Saints and 
Miki from Lush will say they like 
anything if they think there's 
some press coverage in it. 
Compare these names to the 
overall star quality of Sony's 
1996 list. If cool comes through 
association, then games must be 
cooler now than they ever have 
been. And if you're the sort of 
person who wants to know who 
out of Liam from Oasis, Damon 
from Blur and Jarvis from Pulp 
shares your electronic leisure 
pursuit, check this list... 

Loads of famous folk who love 
the PlayStation... 

Anna Friel 

Won Best Actress at the 1995 
Television Awards, and celebrat¬ 
ed backstage at the awards cere¬ 
mony with a few goes on 
Destruction Derby. 

Black Grape 

As long as it keeps them off the 
streets. 

The Boo Radleys 
Rumours that the Find The 
Answer Within lyric "Do you 
wanna join the race, can you 
keep the pace" is a reference to 
Ridge Racer are unconfirmed. 



Does Robbie Williams actually do 
ANYTHING NOW HE'S LEFT TAKE 

That? Does he sign on? 






(Above) Damon and 
Graham Blur thrash it 

OI/rOiVTEKKEN. 

(Right) "Er^ it's good. " 


Warning: wearing a PlayStation 

SHELLSUIT WILL SERIOUSLY DAMAGE 
YOUR CREDIBILITY. 


The Chemical Brothers 
Britain's most highly rated tech¬ 
no act have provided the music 
for WipeOut. 


Damon Albarn 

Man of the Year in most of the 
festive polls. Blur's cock-er-nee 
singer Damon is one of the real 
stars of Sony's celebrity list. But 
would he be prepared to settle 
his differences with Oasis over a 
game of Tekkenl 


Graham Coxon 

With his penchant for NHS specs 
and kagouls, it's a point of 
debate as to whether the Blur 
guitarist's association make the 
PlayStation seem a lot cooler or a 
lot geekier. 


Jonathan Ross 

The man with the peculiar taste 
in suits is married to a former 
video games journalist. True fact. 


Julie Goodyear 
That there Bet Gilroy woman 
who left Coronation Street amidst 
a flurry of tabloid eulogies. 
Maybe so she could spend more 
time playing the Sony 
PlayStation, but probably not. 


Apparently Duncan Coodhew 
PLAYS PlayStation. Or is it The 
Boo Radleys? 

video games in one of many 
recent scare stories. Oh, chill 
out, lads. 

Michael Bond 

The author of the Paddington 
Bear books thinks that video 
games are an evil influence; 
largely, one suspects, because he 
realises kids would rather play 
Battle Arena Toshinden than read 
the latest of his crap teddy 
bear stories. 


...And 3 who hate it. 


The Daily Telegraph 
Not a person, but a 
newspaper. Famously 
pompous, they coined 
the term 'kiddie 
cocaine' to refer to 


MN8 
Oh dear. 


Prince Named Naseem 
A diminutive boxer who actually 
endorses the PlayStation, where 
as many of the people in the list 
were just seen playing one at a 
party once. 


The Prodigy 

Aparently the techno-meisters 
love Sony's dream machine. 


Shampoo 

Despite the fact that the home of 
video games, Japan, is the only 
place where people buy their 
records, the South London two¬ 
some hate them. As they put It 
on their debut album, "Game 
boy, ain't you got no brain boy?" 
We'll take you on in a pub quiz 
any time you like, girls. 

Uh oh, we're in trouble. It looks 

LIKE THE GIRLS DON'T LIKE US THEN. 


Robbie Williams 
Did he quit Take That after an 
argument over the use of special 
moves in Tekkenl 


Sarah Lancashire 
Raquel in Coronation Street. Why 
are there a hundred people from 
Corrie and no-one from 
EastEnders on this list? 


Shane Richie 

Shane we love you, we want to 
play 3D Lemmings with you. 
We'll provide the cliff, you wear 
the blue costume. 


Tim Burgess 
Bloke with lips in The 
Charlatans. PlayStation 
play he does. 
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^ Playstation and Saturn game rental 
only £1.00 per day 
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W elcome to another 
exciting instal¬ 
ment of Plus 
Points. Issue 3's 
Doom CD came as a bit of .-f 
surprise to you alL but it has 
gone down extremely well : 
indeed. YouMI also notice^ at ' 
the far right of the spread^ a ; 
new column called FAQ. This 
is here to avoid cluttering 
these pages with too many 
'how do you do...' or 'my >. 
mate says...' letters. Enjoy^ 
and read on. 

Send your views and 
comments to: 

Plus Points, ^ 

PlayStation Plus, 

Priory Court, ■ 

30-32 Farringdon Lane, 
London, 

EC1R3AU 

playstation@cix.compulink.co.yk ‘ 


quick look at it, and then it never gets inside 
a machine again, but not this time. 1 just 
keep going back to it for a blast. Up until 
now, I thought Doom was just an over- 
hgped game that was probably good, but lit¬ 
tle did I know that it as this good. 

What future plans do you have for other 
cover CDs - although the Doom one will take 
some beating. 

Gary Sharp, Banff 

A good idea to put a demo of Doom on the 
cover - this was my first time at playing it 
and all I can say is how much I'm looking 
forward to getting the game. 

Richard Steele, Count Antrim 

Well, I've just finished a session on the demo 
disk of Doom and after spending five min¬ 
utes figuring out how to get out of the first 
door, everything was amazing. What a 
game, what graphics, what... well. I'm sure 
you know. 

Also, I don't mind paying the extra cost of 
£1 to get games of this quality. Better value 
than some other magazines which 
retail at a fiver. 

t Christine Langton, Frodsham 

Your mag really kicks ass! But 
enough of the praise, let's get down 
to business. On the Doom demo, 
you only put one level on it. Oh, 
come on. We all know that you 
can fit more on a CD, so why 
don't you? More please! 

Peter 5 Stephen Cooper, 
Crowborough 

Okay, so the Doom demo 
seems to have gone down 
well, but hey, what would 
be the point of putting too 
much on it? You'd never go 
and buy the game and Id 
and chums would be 
rather displeased - they 
are only meant to be a 
taster, after all. Yeah, 
we'd love to do more 
CDs, but they've got to 
be as big, as Impor¬ 
tant and as good as 
Doom. After ail, do you want to 
be fobbed off with a free CD of something 
second-rate. 




be' anything. It has been suggested that it's 
cheaper but has yet to be proven - and 
remember, you pay for quality. 


DOOM PRAISE 

Congratulations on a great playable CD on 
the cover of Issue Three. I have played it 
over and over again, and can't for Doom 
to come out. With most demos you take a 


UimA. COMPETITION? 

I have not yet bought a PlayStation but my 
mate has got one and 1 have been pretty 
impressed so far. However, after seeing the 


Here we go. Having banished trite 
PlayStation vs Saturn letters, here's the 
first PlayStation vs Ultra 64 rant. 

Yawn. Actually, your trepidation is 
understandable, but a bit premature. 
Obviously Nintendo's own games 
aren't going to appear on the 
PlayStation but whether it really is 
technically superior, well, let's wait and 
see. CDs are certainly more durable 
than cartridges and, to be picky, you 
cannot state 'a fact that the Ultra 64 could 


ROLE-PLAYING 

I am a sad creature, female, over forty and 
I'm really into RP6s. No, don't feel sorry for 
me, I can cope, but please tell me - will I be 
kept in a state of satisfaction with the RPGs 
that are hopefully In the pipeline? 

Discworld good, but amazingly diffi¬ 
cult as my last 'phone bill will testify - good 
ol' helpline! Will there be anything similar to 
the excellent Phantasy 5far series? The 
PlayStation has so much potential but I hope 
that beat 'em ups and shoot 'em ups are not 
the only games we will get to see (brilliant 
as Tekken is!). 

Jill Hudson, London (aged 46 and 
three quarters 

Just to make you really happy, Alex (anoth¬ 
er sad creature, male, over twenty) is also 
really into RPGs and a feature relating to all 
things Dungeons and Dragons is imminent. 


launch of Nintendo's Ultra 64 in Japan, with 
games like Killer Instinct, Mario and Zelda 
64. there really Is no denying that the Ultra 
64 is technically better than the PlayStation 
or the Saturn. It is also a fact that the Ultra 
could be up to £100 cheaper than the 
PlayStation. 

I know I sound really negative towards 
the PlayStation, it's just that £300 is a lot of 
money to splash out on a console that could 
get outdated within eighteen months. I 
bought the Amiga CD32 when it first came 
out at £299 and I just don't want to make the 
same mistake twice. 

D Rivers, Durham 







in reference to 


your reply to 


Darren Sen iefkes et 


ter, i too am extremely 


unhappy about the price of 


touch naive, I feel your replies were a 


touch irresponsible. 


'Don't pay them' you said. Let's look at 


HOW DO I GET TWO 
SHIPS ON THE 
SUB-GAME? 

This makes getting to Kazuya consider¬ 
ably easier. In order to add a second ship, 
the first wave of aliens must be cleared 
in under 18.5 seconds. If successful, a 
secondary ship appears ready for the 
second wave. There is a cheat method 
which involves holding the Dpad up, 
while depressing the LI, ▲ and X buttons 
on the second player's pad. Sadly, using 
this method means that, on completing 
all eight waves, you do not gain access to 
The Devil Kazuya. 


I CAN'T GET KEY CHARAC¬ 
TERS TO REACH THE FIRST 
MID-GAME BOSSES 

Pick a character you are familiar with 
and take them up to the level before you 
meet the first mid-level boss. Then delib¬ 
erately lose and select a character whose 
boss you haven't seen. You can then 
encounter that fighter's boss, and repeat 
the process until all eight are stored. 


I CAN'T FIND ALL 
SEVENTEEN FIGHTERS 

Tekken contains ten hidden foes. Eight of 
these are bosses which are accessed 
using different characters - ie Paul has a 
different 'boss' from Nina. If playing with 
a memory card installed, any bosses 
fought are added to the selection menu 
when defeated. The final two — Helhachl 
and The Devil Kazuya — are found via 
different means detailed elsewhere. 


HOW DO I PLAY AS THE 
HEIHACHI BOSS? 

Playing as Heihachi again requires a 
memory card. Choose any character and 
play as normal, but you must reach 
Heihachi without using any continues. On 
doing so, he is duly added to your mem¬ 
ory card for future use. 


HOW DO I PLAY AS THE 
DEVIL KAZUYA? 

The Devil Kazuya is the final boss Tekken 
has to offer and, as such, adding him to 
your ranks of fighters has been made 
particularly hard. When the Oalaga sub¬ 
game appears as the game is loading, 
you must complete all eight waves (ie 
shoot everything that appears). To make 
things a little easier, you are allowed one 
continue to do this but, even so, prepare 
to lose lots of hair in the process. On 
completion, you will find Kazuya tagged 
on to the end of your fighters' gallery. 


We are often on the receiving end of 
countless letters asking the same old 
questions. As suck we have decided to 
address one such topic everg month in 
our new FAQ (Frequently Asked 
Questions) section. This month we deal 
with Tekken and its mang hidden secrets: 


PlayStation games and although 
I think Darren's comments were a 


this statement a bit closer. I suspect that a 
large percentage of console owners 
(PlayStation and others) would prefer games 
to be cheaper, so what would happen if we 
all decided not to buy them? Prices might 
drop in the short term, but the main reaction 
would be software companies pulling out of 
that format the console would due and no- 
one would win. 

'Games have always been in this price 
bracket' you said. I've never seen an Amiga 
game for over £40 and Amiga was right at 
the forefront of the console industry for the 
best part of ten years. Indeed, I cannot 
remember paying more than £20 for one of 
their games. 

'Prices are high because a game... is 
created over a period as long as eighteen 
months' you said. This may be true, but it 
also applies to PC games and yet they seem 
to be consistently far cheaper than 
PlayStation games. 

I find that one of the most important 
parts of owning a games console is finding a 
related magazine that complements your 
machine. I looked through all those on offer 
for the PlayStation and decided to settle with 
yours. I am quite happy to continue, but 
should you carry on with such dismissive 
attitudes to your readers, I'll look elsewhere. 

And in a time honoured tradition (and just 
to annoy you), I would like to end with a 
question: what happened after the All-Party 
Commons Select Committee found console 
software prices to be unreasonably high? 
Andrew Rotchell, Cardiff 


Qkay, fair points, but possibly a bit mis¬ 
guided. Yeah, consoles would suffer if the 
software companies pulled out but the 
PlayStation's popularity in only four months 
has shown that this is unlikely, regardless 
of price. I feel you're forgetting the rather 
important factor of inflation in your Amiga 
arguments. Something that was £20 in 1986 
would probably be nudging the £35-40 
mark today, and that takes you onto the 
cartridges generally being cheaper than 


MONEYWVORRIES 

I've been reading your magazine from day 
one but when I got to Plus Points in issue 
Three, I got depressed. 

Where the hell was that moanin' git 
Darren Schliefke dug up from? 'Paying £40 
- £50 for next generation console games is 
still too much!' What sort of crap is that? As 
he says, it is a next generation console, 
state-of-the-art technology combined with 
ground-breaking games. Has he noticed the 
price of 16-bit games recently? £40 - £50 is 
the starting price! I haven't met one of these 
'hundred, maybe thousands of PlayStation 
owners' he claims to speak for! 

Your reply was dead right, no one's mak¬ 
ing him buy these games, so he should put 
up or shut up! Maybe he should trade-in his 
high specification machine and his 'over¬ 
priced' texture-mapped, polygon-shaded, 
light-sourced WipeOuts, Tekkens, Dooms etc 
and get himself an equally impressive 
Nintendo Game Boy! 

A True PlayStation Fan, Nowheresviiie 


Mr TP Fan there was just one of lots of you, 
who objected to Darren's comments. While 
no one actively supported him, at least one 
person thought he was on the right track. 


CDs argument. As for PC games being 
cheaper, a glance around your local 
software shop will prove other¬ 
wise. Most PC games now start 
at the forty quid mark. 
Perhaps we should re¬ 
examine this argument in 
five years or so and 
see how much the 


respective prices 
have increased. 


Dh, and as is usual with 
APSC's, they passed the buck to 
the industry itself. And if someone merely 
asked, rather than instructed, you to sell 
something you made cheaper, would you 
take any notice? 

Right, that's enough seriousness, let's all 
have a laugh at this tosser! 


A NEWSAGENT SPEAKS 

I was issued with a free copy of PlayStation 
Plus Issue One from a sales rep, eager for 
the store In which I work (at a rather large 
airport) to stock it. 

We did. But now, three issues old, I 
squirm my way through your magazine, lit¬ 
tered with crude and cheap offensive words 
just out for a nasty laugh. 

Is there really any call for "arse", 
"bloody" or "crappy"? Why not "rubbish" or 
"useless". 

Secondly, when reading through an arti¬ 
cle who really cares if you can 'phone "Liz". I 
suppose you mean our 'Queen of England'. 
Your remarks are just foul. 

The layout of your pages are clear and 
colourful, with good use of screen shots. The 
PlayStation alone is a class act so why not 
reflect this in your articles? 

As for continuing to stock your title: sorry. 
R N Turner, Crawley 


We thought people, especially those in the 
retail trade, were famous for having a 
sense of humour. You'll be pleased to know 
that for his outrageous remarks about ol' 
Liz, poor Alex has been hauled off to the 
Tower. Mind you, she's probably slightly 
more pissed off at only being 'Qur Queen of 
England'. Wales? Scotland? Northern 
Ireland? The rest of the Commonwealth? 

And if anyone's going through Gatwick 
Airport in the near future, well, guess you 
won't be taking PlayStation Plus with you 
on your trip. Unless you buy it before going 
to one of the over-priced shops in the ter¬ 
minal that is! 


















NEXT MONTH 





mn TRiLOBf: BETTER 
THAN OOm 


PLmmmPLus 

GOES BEHIND THE 
SCENES WITH ACCLAIM 
US AND THEIR MOTION- 
CAPTURE STUDIO AS WE 
GO INTO BATTLE WITH 
THE ULTIMATE MOVIE 
MONSTERS — IN THE 
FIRST REVIEW OF 
ACCLAIM S 3D SHOOT 
EM UP... 


mo 



llM PLAYSTATION PLUS ISSUE 6: ON SALE 23RD FEBRUARY 



HmniON! TRUE OR HUE? 


Please answer the following TNE FALSE 

M2 IS A MOTORWAY! 

UlTRA IS A WASHING POWDER! 

JAGUAR IS A BIO BUCK PUSSY CAW □ □ 
SATURN IS A PUNEW 
PUYSTAWON IS WIE BEST GAMES 
CONSOIE IN WIE UNIVERSE 




a 

□ 

o 

o 

o 

o 

□ 

o 

□ 

Of 


ACCESSORIES 

1. SONYJOYPAD £24.99 

2. SONY MEMORY CARD £19.99 

3. SONY MOUSE £24.99 

4. SONY CARRY CASE £19.99 

5. SONY LINK LEAD £19.99 

6. SONY EURO SCART CABLE £34.99 

7. PDL AV SCART CABLE £19.99 

8. NEGCON PAD £44.99 

9. ASCII PAD £24.99 

10. ASCII JOYSTICK £49.99 

11. JOYPAD EXTENDER LEAD £7.99 

12. STEREO PHONO LEADS £4.99 

13. PHONO SCART CABLE £7.99 

14. RE UNIT FOR UK PSX £4.99 

15. ANTISTATIC MAT & CD CLEANER £4.99 


m HAVE wan IM STOCK 

offiiial UK 
Sony 

PlayStation 



SiSl.%4279.99 


COMPUTER 

ENTERTAINMENT 


imisMTASBamoFsmiffJxammi£SAVM/m ormmm 


ACTUA SOCCER 

39.99 

MORTAL KOMBAT 3 

39.99 

TRUE PINBALL 

39.99 

ACTUA GOLF 

39.99 

TEKKEN 

39.99 

TILT 

39.99 

ALONE IN THE DARK 

39.99 

PANZER GENERAL 

39.99 

TWISTED METAL 

39.99 

CHESSMASTER 3D 

39.99 

PARADIOUS 

37.99 

WARHAWK 

39.99 

DESTRUCTION DERBY 

39.99 

PGA GOLF'96 

39.99 

WING COMMANDER 3 

44.99 

DISC WORLD 

39.99 

PRIMAL RAGE 

39.99 

WIPEOUT 

39.99 

DOOM 

36.99 

RAIDEN PROJEG 

37.99 

WORMS 

37.99 

EXTREME SPORTS 

39.99 

RAYMAN 

39.99 

WORLD CUP GOLF 

37.99 

ELEVENTH HOUR 

39.99 

RIDGE RACER 

37.99 

SAMPRAS EXTREME TENNIS 

39.99 

FIFA '96 

39.99 

RIDGE RACER REVOLUTION 

39.99 

BOXERS ROAD 

39.99 

GOAL STORM 

39.99 

ROAD RASH 

39.99 

THUNDERHAWK2 

39.99 

HI OCTANE 

39.99 

SHOCKWAVE ASSAULT 

39.99 

JOHNNY BAZOOKATONE 

39.99 

KRAZYIVAN 

39.99 

STARBLADE ALPHA 

39.99 

ONSIDE 

34.99 

LOADED 

39.99 

STRIKER '96 

39.99 

PROJEG OVERKILL 

39.99 

LONE SOLDIER 

34.99 

MICKEY MANIA 

39.99 

X-COM ENEMY UNKNOWN 

39.99 

MADDEN '96 

39.99 

VIEWPOINT 

39.99 

TOTAL NBA '96 

39.99 

MICRO MACHINES 3 

39.99 

ASSAULT RIGGS 

39.99 



NHL HOCKEY'96 

39.99 

THEME PARK 

39.99 



YtRY 

FREE STEREO PHONO LEADS with every game ordered. 


MPtCIAL 

AVSrart Cable ONLY £14.99 when purrhased with game. 


OFPKRS 

Soypad Extenders 2 for £9*99 





POWERSERVE TENNIS 
DESCENT 
ALIEN TRILOGY 
AGILE WARRIOR 
BATMAN FOREVER 
CASTLEVANIA 
C00LSP0T3 
CREATURE SHOCK 
DARK STALKERS 
DRAGONS LAIR II 
INCREDIBLE TOONS 
MOTORTOONGP 
MYST 

NASCAR RACING 
RISE OF THE ROBOTS 2 
SHREDFEST 
SLAYER 

STREET FIGHTER 
ANIMATED 
SYNDICATE WARS 
WARHAMMER 
WATERWORLD 


X-MENCOFATOM 

ZOOP 

ZORK NEMESIS 
NBA IN THE ZONE 
SCOniSH OPEN 
GOLF 3D 
TOY STORY 
ZERO DIVIDE 
CLAYFIGHTER 
T0HSHINDEN2 
RESIDENT EVIL 
ADIDAS POWER 
SOCCER 
CRITICOM 
NAMCO MUSEUM 1 
AH-64D LONGBOW 
FADE TO BLACK 
TOP GUN 
DEFCON 5 
EARTHWORM JIM II 
NEED FOR SPEED 
INT CHAMP SOCCER 



MAIL ORDER DIRECT ON 

01442 279700 

217 LONDON ROAD • APSLEY • HEMEL HEMPSTEAD • HERTS HP3 9SE 

PRICES SUBJECT TO CHANGES WITHOUT NOTIFICATION E & OE 


Cheques/Postal Orders payable to: 

Playstation Direct Limited 


Postage & Packing 

SONY PLAYSTATION MACHINE £5.00 
Software and Accessories FREE 


10 TELEPHONE LINES Hi 
Open 10 a.ni.-7 p.m. 

















ACTUA SOCCER RISE 2: RESURRECTION CYBERIA 


KRAZY IVAN 5 
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